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WARNING! 


ONLY ONE ISSUE LEFT! 


You're looking at the last issue of NF Magazine for 2015, and you know what that means - 
it’s nearly time to renew for the new year! No matter whether you signed up during our 
2015 Renewals & New Subscriptions Kickstarter campaign or jumped on board later in the 
year by buying through NFMagazine.com, everyone’s current subscription is set to expire in 
January 2016. That means you! Yes, you! 


There's one more issue heading your way after this — Issue #19 covering January/ 
February. That's your buffer issue. After that, no more NF unless you renew! You've got to 
keep the Force flowing! 


We're weighing out a couple of different renewal options now, so stay tuned for further 
details on how renewals will be handled - we'll send out email notifications with the info, 
post on our social media and print the instructions in Issue #19. So keep your eyes peeled! 
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INBOX 


FLY METO THE MOON 


For as long as video games have existed, they've 
been sending our imaginations out into the stars. 
Many of the earliest game designs were starship 
simulators — Asteroids with its endless onslaught of 
destructible rocks; Space Invaders with its intimi- 
dating, ever-encroaching army of aliens. Even 
Nintendo got in on the act in that same arcade era, 
with games like Radarscope (which famously failed 
so badly that all of its cabinets were recalled and 
remade into Donkey Kong machines). Since those 
early stumbles into outer space, though, Nintendo 
has had much more success when presenting us 
with extraterrestrial settings. 

Two new epic space operas from the company lie 
just ahead of us as we prepare this issue. The first 
is Xenoblade Chronicles X, a mind-bogglingly 
massive exploration quest across the landscape of 
an alien planet that becomes the refuge of 
humanity in the wake of the Earth's destruction. 
And the second is Star Fox Zero - which, while 
unfortunately delayed out of late 2015 and into 
April of next year, is nonetheless getting us hyped 
already to hop back into the cockpit of an Arwing 
fighter and blast Andross' forces out of the Lylat 
System once again. 

Both games have influenced our content selec- 
tions for this edition, as we, as always, have bent 
the will of our many different sections to serve our 
overall theme of "Beyond the Earth." In addition to 
coverage of the games themselves, the Retro sec- 
tion's diving back into Star Fox history, we've got an 
interview with the developers of Affordable Space 
Adventures, our central feature takes you on a tour 
of classic alien worlds from the past few decades of 
Nintendo's games (and pop culture beyond) and 
Star Wars kicks off our reviews with a trip back to 
that galaxy far, far away, courtesy of Disney 
Infinity 3.0. And what's that? There's an 
all-new Star Wars movie opening 
soon? We had 
no idea! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


Star Wars. 1 watched the original trilogy 
with my Dad when I was a kid and the 
newer ones as they came out when I 
was older, so it holds a special place in 
my heart. That having been said, the 
new Star Fox looks pretty good! - KURT 
PRENGER 


Star Wars. No matter how much I love 
the adrenaline-filled action of Star Fox 
or the deep lore of Star Trek, Star Wars 
defined most of my childhood, and it's 
got some great games as well. - SAM 
MAGGS 


I would choose Star Trek (the non-J.J. 
Abrams versions). | love the worlds and 
Characters that were created in each 
series. Deep Space Nine is my favorite 
of them because of the various arcs that 
were presented. It's amazing how it the- 
matically resonates today, 16 years 
after the final episode aired. - SCOTT 
TANDO 


I’ve just never understood the hype 
about Star Wars and Star Trek. Plus, 
they don't have games as awesome as 
the Star Fox series, do they? - DDAMA 
LLAMA 

Hmm, that's a whole different 
debate to get into! Both the Wars and 
Trek franchises have certainly had a 
greater quantity of games released 
than Star Fox has over the years, and 
a few of those probably could go toe- 
to-toe with the best of Nintendo's 
efforts. Star Wars: Knights of the Old 
Republic? Rogue Leader, from the 
GameCube launch? That one SNES 
game based on Star Trek: The Next 


The response to our last issue's 
tribute to the late Satoru Iwata 
has been universally positive, 
and we thank you all for showing 
us such support as we said our 
farewells to a legendary man. We 
restarted the Player's Polls in the 
Inbox last time, asking you all to 
let us know which upcoming 3DS 
and Wii U games you've been 
most looking forward to and how 
you prefer to play Super Mario 
Maker - but let's focus our atten- 
tion here on our final question 
from last time, which was "Star 
Wars, Star Trek or Star Fox? If 
you had to pick only one, which 
would it be, and why?" 


Generation? (OK, probably not that 
one.) It'd be an apples vs. oranges 
comparison in many cases though, so 
let's just stick with the broader fight 
of brand vs. brand vs. brand. 


| would have to say Star Trek. I’ve loved 
the series since | was little, and unlike 
Star Wars, my fandom hasn't been 
rewarded with terrible prequels. | like 
Star Fox, but never could get used to 
the controls – though | am excited for 
the new Wii U game. Just something 
special about the way Star Trek tells 
stories, | suppose. - JOSH S. 


If | had to choose only one, then I'd 
choose Star Wars, because it has every- 
thing that Star Trek and Star Fox have 
plus lightsabers and the Force. It 
doesn't get much better than that! Also, 
my all-time favorite game just happens 
to be Star Wars: Knights of the Old 
Republic. - SIDNEY ENG 

See, somebody else has KOTOR in 
mind, too. 


Of the three Star franchises (not includ- 
ing Craft, Command, Search or Gate), I 
would have to choose Star Trek. Why is 
that? Well, I’ve already immersed 
myself well into the worlds of Star Wars 
and Star Fox. Choosing only Star Trek 
would give me the opportunity to 
explore an entire universe | have never 
really known! - PAUL OPARKA 

Ah, a wise response, sir! 


I'd definitely pick Star Wars over Trek 
and Fox. While I’ve enjoyed gaming in 
each of the series, Star Wars wins out by 


along shot. With the Expanded (and now disbanded) 
Universe I loved, you could get as deep as you 
wanted into each of the games' backstories and 
characters. The Rogue Squadron, Pod Racer and 
Shadows of the Empire games on the N64 showed 
the versatility of the IP and were three of the best 
games оп the system. More recently I’ve enjoyed the 
Force Unleashed series on the Wii and continue to 
play the LEGO Star Wars games to this day. 
unfortunately, with LucasArts no longer operat- 
ing as a developer, I'm not sure what the future 
holds for Star Wars gaming outside of the FPS genre. 
But it's always been one of gaming's best IPs! - REN 
ROC 
At the moment, Star Wars gaming outside of 
other consoles’ new FPS release is mostly 
focused on exploring all three major eras of the 
timeline... through Disney Infinity Play Sets! 


| love me some Star Fox like everyone else, but if I’m 
being put in front of the firing range, І have to go 
with the galaxy far, far away of Star Wars. 

- MATTHEW H. MASON 


Star Wars. I’ve been into it for the longest, and I’m 
looking forward to the new movie. Plus I’ve never 
played Star Fox before. - PETEREJ 

Then I think you've got some catching up to do! 


Star Wars. | never liked Star Trek and | never played 
a Star Fox game in my life. It also helps that | like 
the movies. - NIKITA BRANCH 

Wait, you too, Nikita? You people need to play 
some Star Fox games immediately! Seriously, 
any of them will do! (We’ve got a look back at the 
whole series on Page 48, so start there.) 


Star Fox. The universes of the Wars and Trek fran- 
chises are so large that they lose some of their 
appeal. - AARON BLUBAUGH 

They can be intimidating in their magnitudes! 


THIS TRUE FOX FAN GETS SUITED UP 


Star Fox, hands down. The games are my favorite rail shooters, Fox McCloud 
is one of my favorite characters to play as in Smash Bros. and | like the silly 
Thunderbirds vibe that the franchise has. Plus, in the upcoming Star Fox 
Zero, your Arwing can transform into a giant robot bird mech that flaps its 
wings whenever it jumps. You don’t see that in either Star Wars or Star Trek! 
10/10. (Can you tell I love giant mechs that transform into vehicles and vice- 
versa?) Also, | got this awesome costume made for conventions and other 
various shenanigans. - KYLE EMCH 

This isn’t the first time your impressive Fox McCloud cosplay has made 
it into our pages, Kyle, but I think it is the first time I’ve personally put 
two and two together to realize it’s actually you who is the man behind 
that mask. Though if you really want to go the extra mile, І challenge 
you to recruit three friends to suit up as Falco, Peppy and Slippy too! 


Star Fox, no question. His universe is just much 
more interesting and cool! - JOHN KNUDSEN 


I'm sorry "Trek" and "Fox" fans, but "Wars" is the 
only "Star" franchise for me! I’ve loved the franchise 
since the first time | saw A New Hope and with 
another awesome-looking film on the way, that love 
burns more intensely than ever! (That said, | don’t 
really have much experience with the other two.) 

- HARRY SHERIDAN 


Star Wars all the way. Nothing against Trek and Fox 
... but some of my fondest childhood memories are 
of going to see the 1997 Special Editions with my 
Dad, getting the Young Jedi Knights books from my 
Mom, playing Rogue Squadron and the SNES Super 
Star Wars trilogy (see? I can tie this back into 
Nintendo!) . . . etc. I’m beyond hyped for seeing the 
Sequel Trilogy in theaters - I’ve already picked up 
some of the merch and I'm contemplating getting 
into Disney Infinity just to get the Star Wars figu- 
rines. (That said, I’m also going to go see Star Trek 
Beyond, and play Star Fox Zero.) - JASON HUNT 
P.S. Please tell Tomodachi Lucas to stop wanting 
new clothes all the time! 

I cannot be held responsible for the actions of 
my Tomodachi self. (If he were truly representa- 
tive of me, he'd be totally inept with fashion.) 


Who says you have to choose only one? I suggest 
that we see the ragtag crew of the Millennium 
Falcon embark upon a perilous quest into galaxies 
where no one has ever gone before, all in the stead- 
fast duty of capturing a rare space creature of the 
genus "vulpes." In other words, Star Wars goes on a 
Star Trek to catch a Star Fox. - HEROPONCHIN 


Thank you to everyone who sent in responses! It 
seems like Wars might have won this battle, but 
that's to be expected with The Force Awakens 

coming soon! (I know I’ve got my ticket already!) 


DON’T ANGER 


Dear Mr. Ox, 
Once again, | find myself 
unable to think of a question to 

make you angry. | apologize, though to be 
honest, we're all pretty angry at cancer for taking 
away such a beloved friend... 

But while we're here, what do you think of 
Nintendo rumors? There's been quite a bit going 
around regarding the NX and the future direction 
of the company. Do you consider it harmless fun? 
Or is the anger of The Ox unleashed at the mere 
sight of unfounded speculation? - JUMPMAN84 
Please, please! Mr. Ox was my father. You can 
just refer to me as "The Ox." 

Anyway, my thoughts depend on the 
rumor. NX as the best of Nintendo's portable 
and home experiences in one device? I love 
this rumor; I'm excited to be a part of it. 

Seriously, though, as long as no one 
actually believes the speculation, it's all just 
harmless fun. 

As for the direction of the company? I’ve 
heard "Nintendo is doomed" so many times 
that we've shot straight past anger and into 
eye-rolling. Nintendo has been "doomed" for 
longer than most people saying it have been 
alive, I'd wager. 


Nintendo 
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READER-SUBMITTED MARIO STAGES! 


In our last issue, we put out a call for all of you new Super Mario makers out there to 
send us your created stages - and you responded! Here are just a few that came in. 


ооооосооо OMG 


, 
KURIBO'S SHOESHIP FORGOTTEN AIRSHIP 
BY ALEX BY MARCUS RILEY 
| was amazed at the quality and creativity put into this puzzling At first glance, it seems like this level's going for a pure 
adventure focused on unique uses of Kuribo's Shoes! It even re-creation of the look and feel of a classic Super Mario Bros. 3 
introduced a new gameplay mechanic I didn't know existed! airship stage. But then there's an unexpected twist! 
4355-0000-006A-980B 4B78-0000-0054-829F 
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MAPLE TREE CLIMB! THE CLIMB 
BY BRENDAN HAUGH BY BEN LOPEZ 
Brendan actually submitted a different level than this one, but Finally, if you're still in the mood for more vertically oriented 
be warned that I'll play all your stages if you submit just one! action, check out Ben's simply titled "The Climb." Just be 
This level's an autumnal ascent accented by falling leaves! warned, it's seriously tough! Ladders-made-of-Fire-Bars tough! 
E10A-0000-0094-D657 2DD7-0000-0088-8993 


THE PLAYER'S POLL 


The end of another calendar year means it's time once again for our annual Game of 

the Year Awards! For this Player's Poll, please write in and tell us which games you're 

voting for – and why! We want to hear the reasoning behind your choices! Vote for all 
of the categories below, or just pick a few to write about. It's all good! 


BEST GRAPHICS | BEST SOUND | BEST CHALLENGE 
BEST THEME & FUN | BEST PLAYER VS. PLAYER 


BEST PLAY CONTROL | BEST CHARACTER | BEST ENDING 
3DS GAME OF THE YEAR | Wii U GAME OF THE YEAR 


Send your response to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #18" - and remember, one winner will get a free game! 


COMIC BREAK 


EVERYBOVY KNOWS THAT THE FOUR WORLDS 
IN SUPER MARIO LAND ARE BASED ON REAL 
WORLD LOCALES. BUT... 


NOW: 


GACH LOCALE ALSO HAS ALEGEND CONNECTED TO 
ALIENS, FITTING WITH THE GAME?’ VILLAIN, TATANGA! 


> W2. MUTA Е 


THE ALIGNMENT OF THE PYRAMIDS THE FAMOUS BERMUDA TRIANGLE, WHERE 
OF GIZA ІМ EGYPT 16 60 PRECISE, OVER 8,000 PEOPLE ARE SAID TO HAVE 
GOME BELIEVE THEY MUST HAVE BEEN VANISHED SINCE 1851. THESE MYSTERIOUS 


? EVENTS ARE OFTEN ATTRIBUTED 
CONSTRUCTED BY ALIENS! Ет M 


= W3. EASTON z = W4. CHAI = 


THE CHINESE GOVVESS CHANCE WAS 
BANISHEV TO THE MOON, ALONG WITH A 
RABBIT. THE STORY INSPIRED MANY 
JAPANESE FOLK TALES, PLUS THE NAME 
OF THE CHINESE 2РАСЕ PROGEAM. 


АКТОРА ОТ 


MY BUFF PHYSIQUE 
I2 WHERE WE GET 
THE 2РАСЕ TERM 

“CELESTIAL BOVY™! 


--- ALSO “GAS GIANT”! 
WAHKAHAHAHAAA! 


BY MARK KELLY 7 
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THE ANCIENT МОАТ STATUES ON 
CASTER ISLAND. WERE THEY CREATEV 
IN THE IMAGE OF VISITORS FROM 
ANOTHER WORLD? 


Bonus Fact @ 


BIRABUTO’S NAME 16 A MISTAKE! 
IN JAPAN, THIS DESERT KINGVOM 


15 NAMED “PIRAPUTO” 
COMBINING “PIZAMIDVO” (PYRAMID) 
AND “EGIPUTO” (EGYPT). 
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SAY HELLO TO “MIITOMO” 


Nintendo and DeNAS first mobile title isn't a game, exactly. 


ON OCTOBER 29, 2015, Tatsumi 
Kimishima addressed a room filled 
with investors in his first public 
appearance as President of Nintendo. 
In addition to sharing sales data for 
the first half of the fiscal year, he also 
formally revealed the first entry in 
Nintendo and DeNA's mobile initiative. 

Introducing "Miitomo," a free-to- 
start communication application 
meant to spark unexpected conversa- 
tions. First, you'll create or transfer 
over your personal Mii avatar. Then, 
your Mii will ask you a series of ques- 
tions. Finally, your responses will be 
automatically shared with your 
friends, with the ultimate result being, 
hopefully, that you learn new and 
interesting things about each other. 
The topics can fall outside what you 
normally discuss on a typical basis, 
but by taking tiny steps outside of 
your comfort zone, you may discover 
commonalities you never knew 
existed. 

As you've probably gathered, 
Miitomo is not a game - at least, not 
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in the traditional sense. Nintendo 
seems to be approaching the mobile 
market with caution, testing the 
waters with a lifestyle app before 
pulling out the bigger guns. But as 
entertaining as social media can be, 
there's concern that Nintendo is trying 
to squeeze into a space that's already 
way too crowded. 

Investors weren't pleased when 
they learned that the first Nintendo/ 
DeNA collaboration wouldn't star a 
certain mustachioed handyman, nor 
were they happy by the announced 
delay - we were supposed to be 
playing the first Nintendo mobile 
project by now, but instead we'll have 
to wait until March. (Nintendo and 
DeNA shares dropped 996 and 1596, 
respectively.) Not that anyone should 
have been surprised by Miitomo - the 
late Satoru Iwata stated in a February 
interview with Nikkei Asian Review 
that Nintendo was working on a social 
media app that incorporated Miis. 

In any case, experience dictates 
that we shouldn't discount the Big N 


d 
9 un 


until all the plans have been revealed. 
We still know very little about 
Miitomo, but this wouldn't be the first 
time Nintendo has gamified otherwise 
non-game activities - consider Brain 
Age, Wii Fit and Tomodachi Life, for 
example. It's possible that Miitomo is a 
far more compelling experience 
beneath the surface. 

Then there's the fact that Miitomo 
will be one of the first pieces of 
software to make use of the Nintendo 
Account, a new multiplatform online 
account system that also goes live in 
March 2016 - those you converse with 
over Miitomo are pulled from your 
Nintendo Account friends list. (As with 
the Nintendo Network ID on Wii U, you 
have to manually accept a friend 
request before you can be added to 
someone's list.) 

Could it be that Miitomo’s true 
purpose is to get folks who may not 
own a Nintendo console to sign up for 
a Nintendo Account, which will in turn 
further the company’s goal of syner- 
gizing the game console and smart 


Sure, Miitomo sounds 
innocent - but what secrets 
will it wheedle out of its 
шас users? | don't 

nding out that 


want people 
l'm an avid collector of 
Precious Moments dolls... 
| mean, NO РМ NOT! 
WHY WOULD I SAY 
THAT? - TONY 


device spheres? Even if a user down- 
loads Miitomo on a whim and only 
spends an hour or two with it, that 
person will then have access to 
Nintendo's wider network of services 
and benefits. Sounds like a solid plan 
to me! 

And there's still plenty of time for 
that Mario app to surface – Nintendo 
and DeNA plan to release four addi- 
tional mobile titles by March 2017, and 
no IPs are off the table. Let's get 
speculating! 


— Án A 


THE IMPOSSIBLE IS POSSIBLE 
Final Fantasy VII’s Cloud Strife joins the cast of Smash! 


WELL, SMASH SPECULATORS, we had a good run. For over a decade and a half now, fans of 
the Super Smash Bros. games have enjoyed an easy-going pastime of trying to predict just 
which popular (or obscure) video game mascots would become playable in the series next. 
We've tried to temper our expectations with what we thought were realistic restrictions, to give 
our picks some real sense of possibility, in our minds. 

Now all of that has just exploded in an instant — because Cloud Strife is coming to Smash. 

Cloud, who is the star of the insanely popular but PC and PlayStation-exclusive Final Fantasy 
VII, has been called for to join the Smash cast forever - but grounded-in-reality fans would just 
brush those requests aside. You may as well have called for SpongeBob SquarePants or Lion-O 
from Thundercats to become a Smash fighter! It was complete foolishness to ever consider, 
because there was no way it was ever going to happen! 

And now it's happening. Nintendo has actually seriously been listening to those fans so 
many of us thought foolish for so many years, and they made it happen - one of the poster 
children for the original PlayStation is going to mix it up with Nintendo's all-stars. 

Cloud comes equipped with his famous, enormous Buster Sword, two different outfit styles, 
a suite of fighting techniques derived from his skills in FFVII and a unique Limit Break 
gameplay mechanic, which looks to enhance the impact and distance of all of his moves after 
he's taken a set amount of damage from foes. There's also a wild 
new Midgar stage coming too, with huge summons wreaking 
havoc - even splitting the fighting platforms in half! 

No date's been announced for when Cloud and 
the Midgar arena will go on sale, but Nintendo's 
promised a follow-up all-Smash video presentation 
coming in December, so we shouldn't have to wait 
long for further details. But as the foundations for 
Smash speculation have been shattered, perhaps 
we can now speculate on something new: whether 
this means FFVII's remake will come to the NX! 


DRAGON QUEST Lives! 


At long last, new English-language localizations. 


IF CLOUD COMING to Super Smash Bros. isn’t enough for you, 
here’s a second unexpected surprise straight from Square Enix: 
the English-language localizations of Dragon Quest VII and 
Dragon Quest VIII have finally been confirmed to be real. We had 
basically written this off as a possibility when last we discussed 
these two titles in Issue #16 a few months ago, as both were no- 
shows at this year’s E3. We even ran a comic on the next page 
lampooning the fact that Yuji Horii had been so cryptically odd 
about translated versions being in the works or not! But they are, 
and they’re coming next year. 

Dragon Quest VII originally launched in North America for the 
first PlayStation system back in 2001. It was known at the time for 
its massive explorable world, and it’s also gone down in history as 
the final 2D installment in the series. On 3DS, though, it’s been 
entirely remade in 3D (see the screenshot above), and givena 
new translation and a new subtitle. It will be Dragon Quest VII: 
Fragments of the Forgotten Past when it arrives here next year. 

Its follow-up was Dragon Quest VIII: Journey of the Cursed 
King, which first appeared on PlayStation 2 in 2005. Its 3DS 
edition will feature fewer changes, as it was already in 3D when it 
debuted a decade ago, so it needs no significant visual overhaul 
(see it below). Instead, its key selling point will be the addition of 
an all-new dungeon to explore, as well as a different ending for 
the story. It’s also been given a TBA 2016 release target. 

Just as Cloud’s addition to the Smash cast makes us wonder 
about FFVII possibly hitting the NX, so too does this new Dragon 
Quest news give us hope for DQXI to come to the NX as well! 


| missed Dragon Quest VII entirely the first 
time around, and though | bought a PS2 just 
to play Dragon Quest VIII, | never finished its 

adventure. This will be my chance to finall 


right both wrongs! - LUCAS 
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COLLEGTOR S CORNER 


» 


IMPOSING POSEABLE 
The Super Mario Figuarts line expands. 


NEW YORK COMIC CON was a big deal for Nintendo figures 
this year, showing us several new items. Bandai showed off the 
next Nintendo figure in their S.H. Figuarts line, Bowser – and 
he's a bit controversial due to his smaller size compared to the 
Mario, Luigi and Yoshi already in the set. (Bowser normally 
towers over all three, but this King Koopa only has a slight 
height advantage over his arch-nemesis.) Bowser's also hard to 
articulate for most companies, but Figuarts is known for its 
stellar articulation - so how will Bowser translate? Based on 
photos, it appears his arms and legs will be locked, and his tail 
may not be movable either. (Still, Bowser only has so many 
poses in the first place.) He'll come with extra hands, jaws and a 
fireball accessory. 

The other Mario set shown was Mario Play Set E, consisting 
of Lakitu, a Spiny Egg, a Spiny and a Hammer Brother. These 
appear to be fairly locked in their poses as well, but that's more 
expected from the smaller sets. 

Also at Comic Con, Good Smile finally showed us a prototype 
of the Link Figma from The Legend of Zelda: A Link Between 
Worlds. He looks stunning to say the least, and was shown with 
his Hylian Shield and Master Sword. (The options for other 


accessories are obviously plentiful, all of them drool-worthy.) R EM EM B E R T H Е B E LMO NTS 
We'll have more on that figure as 


it moves toward production! 


The clan's most iconic hero and villain, immortalized. 


FIRST 4 FIGURES started off the Castlevania series of statues with Dracula, and many fans said it 
should have been Simon Belmont. Well, they must have listened, because the second in the series 
is just the wall-turkey-eating whipmaster that fans asked for! Limited to just 750 pieces worldwide, 
the statue stands a whopping 20 inches tall and is in scale with Dracula on his throne. He's got his 
trusty whip (though I hope that the whip is movable in some way, because if it's cast in polystone it 
will easily be the most fragile statue to date). An exclusive version is also available, and only 299 
will be made worldwide. Two extra accessories will be included - the Boomerang Cross and the 
Short Chain, which can be swapped with the Vampire Killer whip in his right hand. (No wall turkey 
though.) The regular version asks for $400 of your hard-earned cash, while the exclusive edition 
requests $40 more. It's interesting to note that several of First 4 Figures' statues come from actual 
in-game files, but without a 3D game for source material, this classic Simon is wholly original. The 
style definitely stems from Konami's NES game box arts of the '80s, which is a nice touch. 
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Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


SOFT & SQUISHY 
SQUID Kips! 


The cast of Splatoon is getting the 
cuddly plushie treatment soon! 


THE SIX NOW-RELEASED multi-colored Inkling plush 
cushions have whetted our appetites for more traditional 
plushes for the Splatoon series - and that's just what 
we're seeing now from San-ei, Japan's premium 

Nintendo licensee for plushes. New entries for the 

series have been spotted at toy fairs and trade shows 

in Japan, including the Inkling Boy and Inkling Girl, but 
these were almost a given. However, who could have 
predicted that Callie and Marie, the two fashionably 

fresh popstars who start off every game, would get 
immortalized in plush? Judd - the cat who lets you 

know match results and gives you tips in-between naps 

in the plaza - has also been spotted among the group. We 
might be getting some Inkling squid-form plushes as well, 
as a smaller green squid has been seen among the afore- 
mentioned characters. There are pre-orders up now at 
import shops for the boy, girl and Squid Sisters, but no 
Judd or Inkling Squid yet, as they're just prototypes at this 
point. This could suggest that a second series of plushes 
could contain even more characters. Cap'n Cuttlefish 
maybe? Maybe the final boss, or the Booyah Base shop 
owners? Come on, you know you want a plush Crusty Sean! 


IT'S AN ALL-GOoomy GALLERY! 


PokemonCenter.com has gone crazy for the little gooey Dragon-type. 


GOOMY MERCH GALORE! A ton of Goomy-related items have hit the 
online Pokémon Center. Two sizes of plushes have been made available: one 
trainer-sized plush that hits around 16 inches, and one small six-inch plush. 
Shirts, keychains, a mug and even socks are also available, all emblazoned 
with Goomy's adorableness. And though Halloween's long over now, don't 
pass up the Pikachu pumpkin or Golbat-costume Pikachu plush either! 


‘атро: 
UPDATE 


WE ARE SO close to having all of the Super Smash Bros. 
series amiibo released! The question is, are they attain- 
able? Several stores have had massive restocks of hard-to- 
find characters like Little Mac, Captain Falcon and Marth, 
and Villager is getting an exclusive restock at Toys A Us 
(meaning exclusives are a thing that may plague amiibo 
for its entire existence). However, it appears that retailers 
have really stepped up and had plenty of stock on hand at 
the release of new figures, even to the point where waiting 
in line for them may be a thing of the past. With just the 
DLC characters Lucas, Roy and Ryu being the last ones 
we're waiting for, we've come a long way. 

But what's this? Cloud Strife from Final Fantasy VII in 
Smash? | suppose we can now count on another third- 
party amiibo! If anything brings back lines stringing out 
into retailers' parking lots, it'll be the Cloud amiibo launch. 

Lucas will go on sale on January 22, but Roy and Ryu 
have not been given dates yet (though we know Roy will 
be a GameStop exclusive). Debuting alongside Lucas will 
be the second wave of Animal Crossing amiibo, including 
Blathers, Celeste, Kicks and Mr. Resetti (and another batch 
of 100 card-style amiibo too). Rover, Kapp'n and a two-in- 
one amiibo featuring both Timmy & Tommy Nook are also 
on the way, meaning the Animal Crossing series will soon 
be sitting at 15 total figures and hundreds of cards! 

Other amiibo news that came to us by way of the new 
Nintendo Direct broadcast on November 13 included the 
reveal of a Wolf Link & Midna figure that will be bundled 
with The Legend of zelda: Twilight Princess HD and a gold 
Mega Man amiibo that will be packaged with Collector's 
Edition copies of Mega Man Legacy Collection. 

The last of the announced amiibo we know about is 
Shovel Knight, who is still waiting for a definitive North 
American release date. Some sources claim he'll be avail- 
able before Christmas, whereas others say he'll only 
appear after New Year's. We want the Blue Burrower now! 

Finally, Mega Yarn Yoshi is debuting just as this issue 
goes out the door, completing the Yoshi's Woolly World 
amiibo set. Just look at how big and huggable he is! 
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THE TWILIGHT RETURNS 


Twilight Princess’ rumored remastering is a reality. 


RUMOR BECAME FACT during November’s Nintendo Direct 
when Nintendo of America head honcho Reggie Fils-Aime unveiled 
The Legend of Zelda: Twilight Princess HD, bringing the House of 
Mario’s HD remaster count up to a whopping two (The Wind Waker 
HD was the first, of course). It’s ironic that the one publisher that 
could most benefit from sprucing up a few beloved titles from its 
back catalog is the one seemingly most disinterested in the 
practice! (Or maybe they’re just being very choosy about it.) 

Whispers of a second Zelda remaster had been swirling since 
mid-October, when data miners discovered an image of a Twilight 
Princess home menu icon deep within the Wii U eShop's servers. 
Probably an indication of a Wii U Virtual Console port, people 
might have thought - if not for the associated title ID that specifi- 
cally read "THE LEGEND OF ZELDA Twilight Princess HD." 

Further verification came with the release of NES Zapper 
games Hogan’s Alley and Wild Gunman on Wii U Virtual Console in 
Europe on October 22. Turns out those two titles were among 
those leaked alongside Twilight Princess HD over a week prior, 
lending weight to Twilight Princess HD’s eventual announcement. 

Developed with the assistance of Australian studio Tantalus 
Media, Twilight Princess HD will be joined by a new Wolf Link 
amiibo that can store data in some mysteriously unknown fashion. 
(There will also be compatibility with the current Link, Zelda, 
Sheik, Ganondorf and Toon Link amiibo figures.) Best of all, this 
Wolf Link data can then be transferred into the new Legend of 
Zelda for Wii U, which has been reconfirmed for 2016! 

A bundle containing the game and amiibo — plus a soundtrack, 
should you decide to pre-order - will arrive on March 4, 2016. 
Ready to step back into the Twilight Realm? 


Looks like Twilight Princess HD will 
feature the Hyrule of the GameCube 
version rather than the mirrored 
world of the Wii port. Huzzah! 

Link's a lefty once more! - TONY 


Yeah! 
It looks like 2016's going 
to be huge for Zelda fans! 
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Shake a an Arrow Sign. 


ж ж-ш 


„andi it becomes a Checkpoint Flag 


MAKING MARIO MAKER BETTER 


Software updates adding new features: Confirmed! 


SUPER MARIO MAKER has officially been updated, meaning that one of the questions 
we still didn't have an answer to when we reviewed it last time has been answered - the 
question being if what shipped on-disc was going to be all there was for the game. Now 
we know that there's more content coming! 

The most exciting news from the first update that's now available is the addition of 
checkpoints - something that was heavily desired by the community. Items can also be 
conditionally stacked in a single block, meaning small Mario will get a Super Mushroom, 
while Super Mario will get a Fire Flower (or Cape Feather, or Super Leaf, etc.) from the 
same block. A new menu containing "Event Courses" was also added, with levels made 
with themes in mind to promote new games, or to present levels made by celebrities. 
Another new menu brings you fresh "Official Courses," a source of getting new Mario 
levels straight from the original, official developers working at Nintendo. Finally, a new 
web portal with myriad ways to hunt down good levels is coming this December as well. 

All of this opens the door for tons of future possibilities. Will paid DLC enter into the 
equation? Perhaps a Super Mario World pack that adds Chargin' Chuck, Fuzzies, Blaargs, 
Triangle Blocks and the P-Balloon power-up! A Super Mario Bros. 3 pack could add the 
Angry Sun, Boomerang Bros., Boss Bass and Lava Lotus, or additions like placing lava 
and water tiles anywhere. Or how about a Super Mario Bros. addition that adds correct 
and incorrect paths, false flagpoles and some brand-new enemies? Maybe a New Super 
Mario Bros. U pack could add Nabbit, Dry Bowser and the Koopalings into the mix? What 
about Super Mario Advance 4's e-card elements? Or Super Mario Bros. 2? or Super Mario 
Land? They should just go nuts with this game! 


This confirmation just makes my imagination 
run wild with the possibilities of even more 


Mario goodness! There are so many untapped 
elements that could be added! - BRETT 


Unyeah... 


>, a 
4 Meanwhile, poor Ice 


mmm  Climber fans get zilch. 


GAME FORECAST 


А quick look at the biggest games coming in the months ahead. 


TAKING NINTENDO'S ANNUAL "first week of December" 
on-sale position is our cover game for this edition, Xenoblade 
Chronicles X. We've already been diving into its final English 
version and have a new preview for you beginning on Page 36. 
We'll then continue to put it through its paces for the next two 
months to be able to write up a full review for our first issue of 
2016! This adventure across an alien world is massive! 


THE LONG, CONFUSING story of Devil's Third 
journey through development and the publishing 
process will finally come to an end on December 11 

- we think. Nintendo has been incredibly off-and-on 
about this title, and even now, mere weeks from its 
intended release date, you can't order it anywhere 

online yet. Surely it won't disappear entirely? 


FANS IN EUROPE, you're scoring another point in the Rivalry 
of the Regions with this one, as the crossover RPG that's fusing 


an^ rre gl LT Те. m the Mario & Luigi series with the Paper Mario brand will go on 


sale in your part of the world on December 4 - whereas we 
PRPER АМ | stalwart supporters here in the States will һауе to wait another 
? month and а half for its planned January 22 debut date here. 
We discuss the divide further on Page 42! 


PERHAPS INSPIRED BY February's 20th anniver- — 

sary of the first pair of Pokémon games going on IRE EMBLEM [ € 

sale in Japan, the all-new Fire Emblem Fates will be  €$5Birthright 
hitting store shelves with two different editions in У 
North America on February 19. But there's more to 

the story than just that! We break down all the 

details over on Page 45, so flip that direction. 


Ге) SPEAKING OF BIG anniversaries, 2016 will also mark the 
) 30th birthday of The Legend of Zelda! You can bet that the cel- 
. ebration will be super-sized all year long, and it'll all get going 
M on March 4 with the release of The Legend of Zelda: Twilight 
Princess HD. It will come to retail in a bundle that includes a 
new amiibo figure depicting Midna riding Wolf Link, and you can 
bet that's going to sell like hotcakes. People love Link figures! 


Twilight Princess HD 


i 


AND IF YOU doubt that The Legend of Zelda will 
dominate Nintendo's marketing focus next year, 
how about the fact that two different Zelda releases 


are happening in the same month? Just three 
weeks after Twilight Princess HD goes on sale, the 
new Hyrule Warriors Legends will come to the 3DS 
on March 25. See Page 43 to meet its new hero! 


Pm thrilled that Twilight Princess’ remake has been confirmed, and that it’s 
coming so soon! | couldn't pin down what system it should appear on back in 
Issue #14 when speculating about the possibilities in our "Everything Old that 
Should be New Again" feature, but an early 2016 Wii U release to pave the way 
for the late 2016 launch of the all-new series sequel sounds just lovely. - LUCAS 


& DLC! 


Upcoming add-on content. 


WHAT MORE CAN we say? We now live in a world 
where the image below is no longer a joke or a pie-in- 
the-sky fantasy. Cloud’s coming as paid DLC to both 
Smash versions soon - we just don't know when yet, 
or how much he and his Midgar stage will cost. 


THE WAR OF the squids still shows no 
signs of slowing down. Even more hats, 
shoes, clothing, weapons and playable 
maps have been added now, and still 
more are on the way - like the Mahi-Mahi 
Resort, a stage that adds extra terrain to 
ink partway through each match! AII of 
it's still free, and Nintendo's promised the 
content will continue until at least 
January. You're too good to us, Big N! 
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Now ENTERING: 
THE MOBILE SPACE 


Nintendo blasts off into a whole new sector of gaming! 


THE SHIFT IS coming soon. Now that 
Nintendo has finally, officially unveiled 
Miitomo - the first of five planned 
mobile projects produced in partner- 
ship with DeNA - it's like we're sitting 
on the launchpad and the countdown 
has begun. Nintendo's about to blast 
off into the mobile space! 

Now, Miitomo isn't exactly the first 
mobile project Nintendo's revealed — 
that honor can be given to Pokémon 
GO, which we first discussed in our last 
issue. It's going to be a game that will 
attract millions of players, most likely 
- all of whom will be happily hunting 
hidden Pocket Monsters lurking some- 
where outside, in real-world locations. 
But even though Miitomo is much 
more low-key and, let's face it, much 
less interesting of a proposition than 
Pokémon GO, I feel like it’s going to be 
the game that truly charts the course 
for Nintendo heading into this to-them 
all-new sector of the gaming industry. 

And why is that? Because think 
about it — what's the first thing you 
play around with when you get a new 
system from Nintendo? Not a game, I'd 
wager. I'd bet that most everyone 
messed around with the onboard apps 
like Mii Maker and StreetPass Mii 
Plaza for at least a few minutes before 
firing up that first new cartridge or 
game disc. Nintendo fans' first experi- 
ences with new hardware are almost 
always focused on these little built-in 
connection points; these small, get-to- 
know-you activities like making a new 
Mii character. 

So that's why it makes sense to me 
that Miitomo is the first Nintendo/ 
DeNA mobile project out of the gates – 
it's just Nintendo doing again what 
they've done for the past decade: lead 
with the Miis. So if you're under- 
whelmed at the announcement of 
what looks to be nothing more than a 
cutesy little Mii conversation app, 
don't fret too much. It's just the begin- 
ning - the real games are yet to come. 

Yes, the real test for Nintendo 
going mobile will come with whatever 
the second game produced with DeNA 
is going to be. And it needs to be just 
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that: a game. It needs to be a tradi- 
tional play experience utilizing one of 
Nintendo's established franchises. 

Now this is where it gets fun — 
speculating about just which of the Big 
N's existing series would be most 
likely to find success on mobile 
devices. You've probably got thoughts 
of your own on the matter, and I'd love 
to hear them! But let me share a few 
of my own up front. 

Instantly, I think of Advance Wars. 
The Apple and Android marketplaces 
are packed with turn-based tactical 
titles that are all trying their best to 
capture even a piece of the charm of 
Intelligent Systems' stunning strategy 
series, and few have succeeded. 

An official Advance Wars sequel on 
mobile would be magical, for several 
reasons. First, the brand has been 
dormant for nearly eight years now – 
its last release was Days of Ruin on 
the DS in January 2008. Fire Emblem 
has simply taken over Intelligent 
Systems' focus since then. But let it! 
Let Fire Emblem hold down the home- 
front by staying on Nintendo's systems 
like the 3DS, and let Advance Wars 
branch off in a new direction. 

Another reason it would work? No 
buttons needed. That's a crucial, 
critical piece of mobile game design — 
fast action can be so easily botched 
with only a touchscreen to use as an 
input method, but a turn-based title 
centered on troop movement? Golden. 

With that need to function well on a 
touchscreen in mind, we can simply 
look back across the last decade of DS, 
3DS and Wii U games to find other 
likely candidates. 

How about a Rhythm Heaven game, 
using swipes and taps on the screen to 
keep the beat? 

How about a WarioWare title 
inspired by WarioWare: Touched! - it 
could even use modern phones’ tilt 
sensors to facilitate some twisting, 
spinning gameplay. 

How about a Nintendogs game, 
giving you constant access to your 
virtual puppy in your pocket, no 
matter where you go? 


Messages Calendar 


Reminders ' 


: iTunes. Store 
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Passbook 


Kirby could have another Canvas 
Curse/Rainbow Curse sequel . . . the 
Pikmin franchise could translate its 
exploration and selection of Pikmin 
groups to touch controls without too 
much trouble . . . and the Animal 
Crossing brand? That would be insane. 
Nintendo would have a new license to 
print money if Animal Crossing's 
virtual villages were on the go with 
you, and if Tom Nook sold you new 
furniture for your home with real-cash 


100% mum 


Stocks Game Center 


iBooks 


App Store 


Settings Miitomo 


» 


Safari 


microtransactions. Can you imagine 
how much more he would be hated 
than he already is? 

But it's coming. The shift has 
already started – and we'll have to 
adapt and evolve along with it. The 
Download section has focused entirely 
on eShop gaming for years now, but 
just be warned - an expansion to 
mobile coverage will and must happen 
in the new year. Let's enter the mobile 
space boldly, everyone! - LUCAS 


быыібыыібыы Ei Si S SE 


DAVE GOES TO OUTER SPACE ... in the all-new 


THE FOLKS AT Totally Choice 
(formerly known as Gaijin Games) 
really love space. From their recently 
released astronaut DNA rhythm/ 
adventure title LaserLife, to the 
upcoming multiplatform interstellar 
survival game Tharsis, to a yet unan- 
nounced space-themed title currently 
in the works, it’s fair to say these guys 
have released more rapid-fire, back- 
to-back outer space-themed adven- 


tures than any other developers today. 


That said, only one game among their 
current crop of titles actually has the 
word "space" in its name. That honor 
goes to Space Davel, the genre- 
bending follow up to their surprise hit 
Woah Dave! from 2014. 

Dave! series creator Jason Cirillo's 
two biggest passions in life are game 
development and fatherhood, and 


efforts to bring the two together. A 
few years ago, his son become a huge 
fan of the original Mario Bros., and 
Woah Dave! was designed with his 
son's passion for Mario and Luigi's 
first adventure in mind. That said, 
Woah Dave! features many unique 
mechanics that you won't find in any 
Mario title, like a playfield floor that is 
gradually filled with lava and an 
endless stream of aliens that evolve 
into more dangerous, more valuable 
enemies after making contact with the 
fiery magma below. 

Space Dave! works to carry over 
those Dave!-centric nuggets of video 
game logic into a whole new genre. 
While Woah Dave! mixed the single- 
screen "kill enemies for coins" 
premise of Mario Bros. with the item- 
tossing combat of Super Mario Bros. 2, 


shooters like Galaga and Missile 
Command for inspiration, resulting in 
a game that both feels perfect for 
people who loved Woah Dave!, and 
also for people who hated it. 

Though Woah Dave! has tons of 
fans, there are also plenty of folks that 
wanted more variety and action out of 
their purchase. Space Dave! is not 
likely to disappoint them. It's a far 
more hectic and eventful experience 
than its predecessor, packed to over- 
flowing with multiple forms of 
enemies, power-ups and bosses. If 
anything, the game may be a little 
overwhelming for some! Between the 
ability to use enemy skulls as either 
offensive weapons or lava-squelching 
defensive items, the capacity to allow 
enemies to evolve in order to increase 
their cash value and the "Space!" 


aliens into loyal allies, there are so 
many overlapping risk-and-reward 
strategies at play here that many new 
players may not be able to keep up. 

Thankfully, there are three diffi- 
culty levels to choose from, so you 
won't be expected to be a Space Dave! 
expert from Day 1. New players would 
do well to get their start with Easy 
Peasy mode, though even then the dif- 
ficulty ramps up pretty quickly, so 
only those with tenacity and sass will 
make it to the game's final challenges. 
l've been playing a pre-release version 
of the game for hours, and I’ve yet to 
encounter the giant, purple, tree- 
eating space maggot at the end. 

It's a shame too. He seems like a 
fun guy. 

Space Dave! is set for release in the 
3DS and Wii U eShops soon. Prepare 


Woah Dave! was one of his recent Space Dave! turns to classic arcade block power-up that turns enemy yourself! - JONATHAN 


SPACE PIRATES 


approaching 
off the starboard bow, Captain! 


THOUGH CAPTAIN FARADAY and her crew 
of steam-powered robo-pirates didn't launch 
their interstellar crime spree quite in time for us 
to feature a review in this space-themed issue, 
they'll be darkening the skies very, very soon . 

in December, in fact! Image & Form has set in 
stone a December debut for this all-new follow- 
up to SteamWorld Dig, and what's more, it's 
coming to the 3DS before any other platform! 
Brjann Sigurgeirsson and his team decided on 
that approach as a way of saying "Thank You" to 
the early adopters of the 3DS version of Dig that 
caused that game to go viral and make it to 
other platforms. | can't wait! - LUCAS 
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POKEMON, BOTH OLD & NEw 


Everyone’s favorite monsters take another step into the future – 


while also celebrating the past. 


WE'RE QUICKLY APPROACHING a major 
milestone moment, though Pokémon fans 
who live outside Japan may not realize it — 
after all, in North America, the original pair 
of Game Boy games didn't debut until 
September 1998, so we only just passed by 
their 17th anniversary here. Those same titles 
came out far earlier in Nintendo's home 
country though - on February 27, 1996, to be 
exact – so from Japanese fans’ point of view, 
the 20th anniversary of the series is just 
around the corner. 

And Nintendo is celebrating accordingly! In 
addition to the launch of Pokkén Tournament 
early next year that we already knew about, 
two more celebratory releases have just been 
announced - and they're coming soon. 

First up are the original Game Boy adven- 
tures themselves: Pokémon Red, Pokémon 
Blue and the slightly remixed "Special 
Pikachu Edition," Pokémon Yellow. AII three 
are going to be re-released as 3DS Virtual 
Console titles on the 20th anniversary date, 
February 27, 2016. 

This is pretty wild, for a couple of reasons. 
First, the 3DS eShop hasn't seen the release 


of a Game Boy VC title in nearly a year - the 
last ones were the Donkey Kong Land games 
this past February, and most everyone 
assumed the line ended there. Second, the 
lack of Link Cable support had always been 
pointed to as a certain disqualifier for these 
classic games, so focused on trading with 
friends as they are - but Nintendo's appar- 
ently corrected that oversight at last, so links 
will be achieved via local wireless now! 

It's thrilling news for Pokémon fans for 
sure, but for a Pokémon and Picross fan like 
myself, the next announcement may be even 
better: Pokemon Picross! It's an all-new title 
hitting the 3DS eShop soon. As with some 
other recent releases, it's going to be pre- 
sented with a free-to-start payment structure 
- you'll download the game for free and be 
able to play some each day at no cost, but 
you'll have the option to invest real cash to 
be able to play more picture-building puzzles 
more quickly if you want to. 

2016 is shaping up to be a banner year for 
Pokémon. And this is all without the entirely 
inevitable announcement of Pokémon Z! And 
probably the also sure-to-happen Pokémon 
amiibo line! Get Poké-hyped! - LUCAS 
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MONEY GRABBER 


Nintendo Badge Arcade makes a play for your cash. 


LET'S LOOK OVER the list. There was Rusty's Real Deal Baseball 
and Steel Diver: Sub Wars. Then we had Pokémon Shuffle, and 
Pokémon Picross is coming soon too. Stretchmo? It counts. And 
Fatal Frame: Maiden of Black Water is the biggest of them all, no 
doubt. I think, at this point, we can safely say that Nintendo isn't 
just taking tentative first steps into the "free-to-start" approach to 
pricing new game releases any more. 

Which brings us to Nintendo Badge Arcade, which is, of course, 
another new free-to-start game design from the Big N. First 
launched a year ago in Japan as "Collectible Badge Center," this 
app adapts the setting of a Japanese arcade filled to the brim with 
crane games and turns it into what Nintendo hopes will become a 
daily diversion for 3DS owners wanting to spruce up the look of 
their dusty old menu screens. 

Here's how it works. First up, you step inside this virtual arcade 
and are greeted by an affable pink rabbit who serves as your host 
(and salesbunny). He kindly shows you around and offers you a 
few free plays on the crane games on display. If you play one of 
these and successfully latch the slow-moving claw onto one of the 
prizes housed inside, you then earn a visually equivalent icon that 
can be used outside of the Badge Arcade software, as a decora- 
tion plunked into position on your 3DS menu screen where an 
icon for launching a piece of software would otherwise go. 

There are tons of different badges to try to win — all of them 
some kind of Nintendo-related image, like Splatoon promo art or 
old Super Mario Bros. sprites. The happy bunny encourages you to 
complete full sets of badges, in order to be able to properly 
arrange entire scenes on your menu. 

And he's devious about it! After your free plays run out (which 
takes maybe one minute), he'll slyly nudge you toward paying 
$1.00 to buy five more plays. And then five more, for another 
dollar. And so on and so forth, until you exhaust your eShop funds 
entirely! 

Resist the rabbit, people! You can earn plenty of badges for 
free just by being patient and playing a bit each day, as every day 
you've got a chance to earn free plays. Stay strong! - LUCAS 


You can swap over to paid play 
now if you like. Want to do that? 24 


Definitely! 
» Actually, no. 
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Quick Dispatch 


Scientists Lost ...in Space! 


ROGUELIKES, TO AN extent, have taken 
over the indie scene. Of course, that term is 
meaningless most of the time - as any game 
with minor design elements like "permadeath" 
is often described as a roguelike – but the 
turn-based formula is really what makes it 
tick. That deliberate, grid-like movement is 
preserved іп Nova-111, which is one of the 
most interesting titles to grace the Wii U 
eShop in some time, despite its flaws. 

Nova-111 kind of just . . . starts . . . and lets 
you figure things out along the way, which is 
just fine with me. It works because the devel- 
opers managed to wonderfully design the 
game's learning curve, where things aren't 
presented too quickly or forcefully, or too 
slowly - the pacing is spot-on. The gist is that 
you have control of a spaceship in alien lands, 
and it's your job to rescue stranded scientists, 
gather resources and battle enemies. Ship 
movement is done in a grid fashion, in which 
each individual action counts as a "turn." 

While that concept doesn't really matter 
when you're moving about unfettered by 
hazards or foes, you'll quickly see it in action 
when an encounter takes place. Enemies will 
basically stop in their tracks until you move, 
making it a clearly turn-based affair. Where 
the developers really excel here, though, is by 
making it more action-oriented than your 
average grid system. Now, enemies have 
specific properties, actions and telegraphs, so 
it's possible to dodge or predict their move- 
ments. Baddies won't randomly just float up to 
you and mercilessly follow you until you kill 
them - instead, you can actively outwit them 
in a multitude of ways. 

For example, the requirement of quickly 
dodging stalactites becomes a factor early on, 
which you can use to your advantage by 


mm PUBLISHER: CURVE DIGITAL 
DEVELOPERS: CARBON & FUNKTRONIC LABS 


NOVA-111 


placing an enemy below 

one, then letting it take 

care of them for you. 

(Said stalactites also do 

not operate on the turn-based 

schedule.) It’s a simple thing for sure, but it 
works across the span of the entire game, as 
every level is designed to accommodate 
multiple solutions or ways of approaching a 
problem. What | like about this idea is that it 
forces you to constantly make choices, but it 
inherently gives you as much time as you need 
to do so. 

1 also love the visual style of Nova-111, and 
how peaceful it all looks. It’s cartoony but not 
disgustingly so, and effects like bumping your 
ship into a wall repeatedly are adorable. The 
controls work great because they’re so sim- 
plistic, and the GamePad's screen is put to 
good use by displaying a map of each level. 

The more | played through it, though, the 
more | started to get annoyed at little things. 
The fog of war, for instance, is quite jarring, as 
| found myself constantly bumping into 
objects two feet in front of me - it could defi- 
nitely stand to be expanded a bit. You also 
can't play individual stages over again, as 
they're part of a collective of worlds, which is 
a bummer. 

The campaign will last you roughly seven 
hours, and after it's all said and done, there's 
no real reason to go back. Sure, rescuing all of 
the scientists sounds enticing, but the non- 
existent rewards aren't really worth the 
squeeze, and there's no incentive to replay 
levels once you've completed them. 

If you're in the mood for a challenging 
thinking man's game with a touch of action, 
pick up Nova-111. While it could have gone a 
bit further with its concepts, it's definitely 
worth firing up for an afternoon. - CHRIS 


Twist Your Brain 
Q.U.B.E: DIRECTOR'S CUT 


2007'S PORTAL REALLY did change the game when it 
comes to first-person video games. Sure, it was technically 
a "shooter" with a gun, but the way in which you interacted 
with the environment was absolutely unique. While similar 
games of the time often had puzzle elements in tow, very 
few focused on them as a general rule. Portal was able to 
blaze the trail for games like Q.U.B.E., which has recently hit 
the Wii U eShop with a Director's Cut edition. 

unfortunately, the rushed nature of this port job holds 
back some of the more innovative takes on its puzzles. 

Q.U.B.E. kicks off with a rather strange intro, placing the 
player character in a white padded room, with a one-way 
communications frequency that provides brief instructions 
and a setup of the premise. Basically, you're stuck on a 
space station, and it's up to you to figure out where you are, 
why you're there and how to solve the titular Q.U.B.E.'s das- 
tardly puzzles. It's a cool premise, but it never really pays 
off, even with the enhanced Director's Cut narrative. You're 
not playing this for the story, that's for sure. 

Puzzles mostly come in the form of literal cubes, which 
can be manipulated at will with your suit. Your left and right 
hands trigger different reactions (ZL and ZR respectively), 
and you can jump - and that's about it. What's interesting 
about both functions, however, is how they directly affect 
different types of cubes. For instance, a red block may rise 
or fall depending on your action, a yellow block (a collective 
of three blocks, to be exact) will jut out in a specific order 
depending on which one you activate and a blue block will 
retract, to form a trampoline effect of sorts. 

It gets really tricky once you add in every different color 
concept into the mix at once, as you're then essentially 
creating giant jumping puzzles, some of which have 
multiple solutions. This goes double for later mechanics 
that double-down, like a room that requires you to roll a 
ball into a specific area. 

The puzzles are generally interesting, but the control 
scheme really falters. The controls and their sensitivity 
can't be customized in any way, which presents a real 
problem, as the base settings are rather sluggish. 

Additionally, this isn't the greatest console port in 
general. While the time trial content is intact, the GamePad 
defaults to Off-TV Play, with no option for a UI. In fact, there 
are no extra options or bells and whistles at all. For all 
those reasons and more, it's probably best to 
just pick Q.U.B.E. up on PC at a discount, 
letting this version stay unsolved. - CHRIS 
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| WAS JUST a young lad during the '805, so | don't recall 

exactly what the decade was truly like – but I’m certain that 

streets and buildings were not solely composed of wireframe 

lines and neon lights. If we are to believe recent media like 

Ubisoft's Far Cry 3: Blood Dragon or the Swedish short film Kung Fury, however, 
the entire era resembled the cyber world of Tron. 

Perhaps it did! You can't always trust your memory! 

Starwhal straps you into the DeLorean for another adventure into that age 
of zany hairdos and even zanier synthpop, with a cast of space-faring narwhals 
cut from the same cloth as the cosmic steed from Robot Unicorn Attack. Rather 
than run endlessly across the land, these many-hued monodons swim through 
the skies, locked in eternal combat. It's a multiplayer experience of a most 
ethereal nature! 

Up to four players select a narwhal, dress up in garments from viking armor 
to Street Fighter costumes, select one of over 30 stages and then lunge toward 
their opponents to stab their pulsating hearts. Gruesome, yes - but easier said 
than done. Similar to the arcade classic Asteroids, you use the control stick (or 
D-Pad on the Wii Remote) to turn left or right, followed by a button to propel 
ahead, with momentum and gravity affecting how well you can alter trajectory. 
(In other words, prepare to kiss the wall over and over and over again.) 

Even if you can't get a handle on the controls, the absurdity of it all makes 
for solid entertainment. Show me a scene with four narwhals flopping about in 
vain attempts to skewer one another, and ІЛІ show you an evening of rip- 
roaring comedy. Starwhal elevates to a higher plane when you and three 
friends squeeze onto the couch for a few rounds of near zero-G jousting. And 
with four additional game modes - including "Blastopus," in which the 
GamePad user drops bombs on the other players via touchscreen - the party 
can last all night long. 

But when the guests return home, the fun goes with them. 

Curiously absent is an online mode - a big strike against a game so heavily 
focused on multiplayer. You can elect to play against A.I.-controlled opponents, 
but while you'd expect humans to have a rough time, seeing the computer 
make the same mistakes feels more like busted programming. 

Then there are the single-player obstacle and target challenges, in which 
earning better medals requires extensive practice and tolerance. Here is where 
the shortcomings of Starwhal's loose controls are highlighted with frustrating 
regularity – they may provide enjoyment in the company of others, but not 
when your performance is being rated on speed and precision. And since 
there's no reward for completing challenges, there's no point in subjecting 
yourself to such drudgery. 

Starwhal can be a magical experience when all the necessary factors align. 
If you roll with the type of crew who enjoys leg warmers and head-to-toe 
denim, invite them for some silly space shenanigans. But if you're rocking it 
solo, don't even bother picking up the 


controller. - TONY PUBLISHER/DEVELOPER: 
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Could Have Gone Further 


AS THE 16TH release in Sega's 3D Classics line of titles, you probably have a 
pretty good idea of what to expect from developer M2 by this point: a rebuilt 
game with numerous options to preserve Sega titles and how they played for 
posterity, often with a few extra bells and whistles added in, and, of course, 
your choice of 3D that pops in or out of the screen (which really sells the 
halfpipe bonus stages in this release in particular). 

Sonic the Hedgehog 2 is a strong title to take Sega's series to its Sweet 16; 
while it's often debated whether it or the combined Sonic 3 & Knuckles is 
superior, it represents the company at the apex of its ascent in the market as a 
competitor against Nintendo. It took the landmark debut of their new mascot 
and refined it considerably, leading to a faster-paced game with tighter design 
and various new concepts, ranging from the Spin Dash to Sonic's two-tailed 
mutant squirrel friend, Tails the Fox. 

Among the added features unique to 3D Sonic 2 is a new "Ring Keeper 
Mode," which not only starts you off with 10 rings, but only costs you half of 
your total ring count whenever you take a hit. Between this and the built-in 
stage select, it becomes quite easy to go straight to the very end of the game 
(where you normally have no rings at all for the final battles) and beat it to 
unlock the new "Super Sonic Mode." In that mode, you'll begin the game with 
all of the Chaos Emeralds already collected and start each level with 50 rings, 
satisfying the conditions to be able to turn into Super Sonic right from the start 
(or at any time you want). 

Interestingly enough, it's Super Sonic Mode that brings to light a certain 
level of glitchiness in this release. While beating the Death Egg Robot with 
Super Sonic led me to a music-free ending, blazing through the Hill Top Zone 
brought on a very familiar sensation as 1 moved so fast down into a lava-filled 
cave that Super Sonic died, even on repeated attempts. 

The multiplayer mode returns, but it unfortunately retains the squished 
split-screen presentation of the original, rather than spreading it across both 
players' screens, or even the 3DS' own two screens. Plus, each player needs 
their own copy, due to a lack of support for Download Play. 

If there's any real problem with 3D Sonic the Hedgehog 2, it's that Sonic 2 
has already been remade - arguably better - for mobile. While it lacks physical 
buttons to press, the mobile remake still plays well and adds widescreen, a new 
Zone and Knuckles as a playable character - and it even allows Tails to fly 
freely! 

While this 305 release is still a fine – even superior – version 
of a classic game, it's still a little hard to look at it while 
knowing that it could have been even more. - DAVID 


SEGA GENESIS, 1992 
SEGA SEGA&M2 


Stepping Out from Sonic's Shadow 


FREEDOM PLANET 


LET'S JUST GET one thing out 

of the way up front: Freedom Planet 
began as a Sonic the Hedgehog fan 
game, and it shows. However, to 
simply call it a Sonic clone now 
would be doing developer Galaxy 
Trail a great disservice, as it evolves 
the concept in its own way. 

The term "spiritual successor" is 
thrown around a lot lately, but for 
Freedom Planet, it kind of fits. 
Following the hype behind the 
retro-riffic Mega Man 9, Sega them- 
selves attempted to get back to 
basics with Sonic the Hedgehog 4: 
Episode I, an effort that fell short of 
the mark in the eyes of many fans as 
it seemed to miss the point (Episode 
11, meanwhile, never saw the light of 
day on a Nintendo system). This is 
where Freedom Planet steps in, 
takes the bull by the horns, and rides 


it 'til the sun sets. 

Graphically, it's a gorgeous throw- 
back to simpler times. Some liken it 
to the era of the Sega Genesis, and 
while that's not an unfair compari- 
son, I'm reminded slightly more of 
what | like to call the "lost genera- 
tion" of CD-ROM-based 2D platform- 
ers that only saw a relative handful 
of releases in the mid-’90s, like Sonic 
CD and Castlevania: Rondo of Blood. 
Similarly, the soundtrack is a treat 
for the ears, full of catchy, upbeat 
tunes that are bound to leave you 
humming. 

The core platforming gameplay 
through levels is very similar to 
Sonic's golden era, yet quite distinct. 
For example, rings aren't the default 
currency for staying alive, as a more 
traditional life meter is in play. 
Likewise, you're not controlling a 
hedgehog or an echidna, but rather 
a cat, a dog and a dragon, each with 
their own speed, style and abilities. 
You won't find yourself spin-dashing 
and rolling through foes here, as a 


more melee-based combat system is 
utilized instead. 

Those who are longtime 2D Sonic 
veterans will find a familiar sense of 
style here with some of the tricks to 
the level design. Back in the day, 
each new Sonic game introduced 
various new ways to traverse stages, 
such as the famous corkscrews of 
Sonic 2. That sensibility is here, but 
aside from the famous shuttle loops, 
pretty much everything else is 
original - easy to imagine in a Sonic 
game, yet never used in one. 

While the levels can run a bit long 
at times, they don't tend to be too 
difficult. If you find yourself having 
too much trouble, though, you can 
change between the four difficulties 
on the file select screen before 
loading your game, allowing you to 
choose what's right for you at just 
about any given time. 

Things ramp up - especially later 
on in the game - with the Gunstar 
Heroes-esque boss battles. In par- 
ticular, a favorite of mine involves 
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taking on the villainous Serpentine in 
a large lion-like mech; the whole 
battle takes place at a breakneck 
speed, and whichever character 
you're using receives backup from 
the rest of their allies, bringing the 
whole team dynamic together in a 
way that feels like it's straight out of 
a cartoon. 

Speaking of which, Freedom 
Planet features three modes: Time 
Attack and Classic are straight-up 
gameplay, while Adventure features 
a story full of lengthy in-game 
cutscenes and voice acting. Though 
some have expressed ambivalence 
for these elements, | honestly 
enjoyed them - they felt like a 
throwback to a lot of the cartoons 
and anime dubs I watched in the 
"205, which fits the whole package 
pretty well. 

Overall, Freedom Planet provides 
a delightful throwback experience 
with some more modern sensibilities 
in tow. If Sega isn't going to deliver 
the classic Sonic follow-up that old- 
school fans have 
been clamoring 
for, then at least 
Galaxy Trail is 
ready to step in. 

- DAVID 
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The First Shootout 


SIN & PUNISHMENT: 
SUCCESSOR TO THE EARTH 


SIN & PUNISHMENT was, for 
along time, the white whale of 
the Nintendo 64. Originally 
released in Japan in 2000, it 
was earmarked for a Western 
release before the dipping N64 environment led 
Nintendo and developer Treasure to scrap plans 
for a worldwide release. The game finally came 
to other regions in the late 20005 on Wii Virtual 
Console, and now it's available once again on 
the Wii U Virtual Console. While it's never been 
officially translated, the original version 
released here features almost all English text. 
At its core, Sin & Punishment is an inventive, 
action-packed rail shooter in which you control 
a hero from a third-person view through auto- 
scrolling levels. It's like a weird mixture of Star 
Fox-like gameplay combined with the kind of rail 
shooters you'd find in arcades. The entire game 
- especially with its short length and focus on 
high scores - is an arcade-like experience, with 
a focus on clearing out enemies quickly and effi- 
ciently. You can do that in two different ways: 
striking them up close with melee attacks, or 
firing at them using auto or manual aim. It takes 
a little getting used to (the training stage is, in 
my eyes, mandatory for anyone who plays this), 
but when it clicks, it's beautiful, fast-paced fun. 
Shockingly, for a Nintendo 64 game, it still 
looks decent. When the action gets too fast, the 
framerate dips, but for the most part, the action 
doesn't overwhelm the system. And while it's 
definitely a 15-year-old game, the design is 
easier on the eyes than most other N64 games. 
The story (featuring English voice-acting) is 
mostly just hot, unadulterated nonsense about 
robots and wars in a futuristic Japan (though 
humorously, the setting is the year 2007). It 
stars Saki, whom you might know as a Smash 
Bros. Assist Trophy, and features a few intrigu- 
ing twists - but for the most part, the story's 
just an excuse for huge action setpieces and 
totally rad boss battles. If you've never checked 
it out, it's well worth your time now! - NEAL 
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One Sensational Shooter 
SIN & PUNISHMENT: STAR SUCCESSOR 


BEFORE BAYONETTA 2 made sequels to little- 
known games a thing on Nintendo systems, Sin & 
Punishment: Star Successor blazed the trail, coming 
to North America and Europe in 2010 - 10 years 
after the original came out in Japan. Star Successor 
continues the setpiece-driven rail-shooting mayhem 
of the original, while adding more wrinkles, differ- 
ent playable characters and an even crazier story. 

Much like its Nintendo 64 predecessor, Star 
Successor puts you in control of a rail-shooting 
character seen in a third-person view. What the 
sequel adds is the ability to fly around the screen - 
if you played Kid Icarus: Uprising, it's kind of like the 
flying segments there. Additionally, you can dodge, 
which gives you far more control over your charac- 
ter. 

The movement and shooting are also more akin 
to a dual-stick shooter. Using one of the numerous 
control schemes - including the Wii Remote and 
Nunchuk, the Classic Controller or even the Wii 
Zapper - you either use two analog sticks in 
tandem, or one analog stick combined with the Wii 
Remote's pointer to aim. On the Wii U, you can use 
the GamePad or a Pro Controller (though once you 
enter the game with this control scheme, you can't 
use any other one). Using two sticks isn't that 
smooth, though, and | found the 
best control option to still 
be using the Wii 
Remote and 
Nunchuk. 


But no matter your control preference, the action 
and game that complements it is the most spectacu- 
lar, gorgeous setpiece nonsense. Each level is filled 
with chaos, legions of enemies and menacing boss 
fights. In the intervening years since Star Successor, 
few games have matched the audacity of some of 
this mayhem, with only recent masterpieces like 
Bayonetta 2 surpassing it. 

The varied difficulty settings and options make 
the barrier for entry rather low. On harder difficulty 
levels, it's frantic and nuts. On lower difficulty levels 
- or with the co-op mode that splits up movement 
and aiming between two players - it's gentler, 
letting basically anyone experience the over-the-top 
insanity. 

The story, much like the original, is mostly crazy. 
This time, you're dealing with two different dimen- 
sions and god-like villains. The two playable charac- 
ters are Isa Jo and Kachi, and each one features a 
slightly different story and control method (Isa Jo 
uses manual aim; Kachi uses lock-on). The bizarre 
story has its fair share of shocking reveals, and 
features numerous ties to the original game. You 
definitely don't have to play the original game 
before the sequel, but it does make some story 
elements more satisfying. 

If you missed out on Sin & Punishment: Star 
Successor on Wii back in 2010 (which, judging by its 
sales at the time, you probably did), now is as good 
a time as ever to check out this underrated Wii 
classic on Wii U Virtual Console. If you loved the 
beautiful action of Bayonetta 1 and 2 on Wii U, 

enjoyed the flight portions of Kid Icarus: Uprising 

or can't wait for Star Fox Zero, Star Successor is a 

perfect game to play right now. There aren't many 
games that get as crazy as this one, and even with 
a nonsense story, every ounce of the action is worth 
experiencing. - NEAL 


» HRUL: £1799 
BRNK: 84i 


LES 
» Current Property: 545, JC Passage 


Breaking and Entering 


THESWINDLE 


ONA DARK and stormy 

night, you're a thief on a mission to traverse 
Steampunk London, from the slums to the 
homes of the upper crust, to rob from the rich 
and keep for yourself. Your ultimate goal? To 
prevent the nosey noses of Scotland Yard from 
implementing "The Devil's Basilisk:" the 
ultimate in surveillance technology that will 
put you out of business - permanently. The 
Swindle is a beautifully designed game that's 
an exercise in patience, nimble fingers and 
frustration. There's hard. There's Nintendo 
Hard. And then there's The Swindle. 

Size Five Games designed The Swindle to 
have randomly generated levels – similar to 
roguelikes, but as a 2D platformer instead of 
having a top-down view. There are all sorts of 
dangerous hazards and traps to contend with 
as you break your merry way into six parts of 
London, building up your ill-gotten gains to 
access new areas and improve your thief's 
performance. Clockwork cops, dirigibles that 
hurl capsules of poison gas, rifle-equipped 
aerial drones, sound sensitive brains in a jar, 
electrical arcs and the ever-popular pit of 
spikes - you'll be up against all that and even 
more jolly good steampunk creations. 

Oh, did 1 mention you die with one hit? The 
earlier levels are fairly tame, but as you 
progress further and unlock more secure 
areas, you'll have to keep your eyes peeled in 
every direction. 

While there's a 100-day time limit, the most 
important thing to remember is that you're 
not under any time constraints to finish an 
individual heist. The controls include a wall- 
jumping ability, which is a great way to case a 
joint before making your grand entrance. It's 
like Uncle Scrooge's pogo jump in DuckTales — 
you'll need practice to master it, but it's a 
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blast to use, especially with 
the enhancements you can 
purchase. 

Rushing into action can be especially 
deadly. If you find yourself going on a tilt with 
your thief constantly getting spotted or 
becoming a victim of traps within seconds of 
entering a level, put the game down for a 
break and pick it up again when you've had a 
chance to collect yourself. It takes a clear 
head to be a capable criminal. 

While the game does give you bonuses for 
a successful heist (8596 or more of the cash 
snagged within a level), chances are that 
you'll probably never get that far in some of 
the later levels. While level design often con- 
tributes to missing out on your target, you will 
also be forced to consider risk versus reward. 
Can you time your moves to grab that 
tempting bag of cash at the other side of the 
spike pit without getting into the guard's line 
of sight? Is it really worth it? 

And while 100 days seems like a good 
amount of time, it's easy to find yourself stuck 
in one area in a frustrated struggle. When you 
think you're ready for the big time, be on 
guard - if you manage to raise enough capital 
to unlock the inner sanctum of Scotland Yard, 
that cash gives you one chance. 

If you're looking for an experience that's 
never the same twice, The Swindle will not 
leave you disappointed, but be prepared for a 
long battle through the later levels. The way 
it's designed forced me to take my time, plan 
my route carefully and make careful judg- 
ments about risky situations, and it should do 
the same for you as well. You'll need a few 
playthroughs to reach your ultimate goal, but 
once you do, make a nice cup of tea - you'll 
deserve it. (And then tell me how you 
managed to do it!) - REBECCA 


Forest of Fright 


YEAR WALK 


DON'T BE AFRAID of the dark. 

We all know that's easier said than done. And Year Walk 
takes advantage of that predisposition, delivering an eerie 
and memorable experience based on Swedish folklore. 

Here, you're alone in the winter woods after midnight. 
An unsettling puzzle/adventure game, Year Walk originated 
as a smartphone title a couple of years ago, earning acco- 
lades and praise. It's easy to see why, because this Wii U 
port is atmospheric, dreary and captivating. Plus, this 
version takes advantage of the GamePad in smart ways. 

Year Walk is based on an old Swedish tradition called 
year walking, in which a person tried to see their future on 
a nighttime journey to a church. On the way, it was common 
to encounter mythical beasts and creatures - and let's just 
say they didn't always have the traveler's best interests at 
heart. As such, Year Walk throws you into a dark forest, 
with a striking art style – mainly consisting of tonal blacks 
and whites – bringing this chilling world to life. 

Puzzles stand in your way. The brainteasers, for the most 
part, are clever exercises that incorporate the GamePad, 
making you twist and turn the device. One puzzle even 
requires you to search through the menus and info on the 
GamePad's screen to help solve a puzzle. And expect to take 
notes throughout the late-night journey as well! Thankfully, 
the GamePad serves as a writing pad, map and more, all 
with a slick interface. 

In fact, almost everything about Year Walk on Wii U 
seems to work smoothly. There are instances when the 
motion controls mess up a bit, but with the slow pace of the 
adventure, it's a minor nuisance. The presentation, in 
general, is top-notch, and the music adds to the atmo- 
sphere and suspense. It's minimal - mainly consisting of 
feet crunching through the snow - but Year Walk features 
tunes and creepy sounds that emerge at the perfect times. 

The only thing that holds Year Walk back is the shortness 
of its unsettling journey. | was hoping for more forest to 
explore or additional creatures to surprise me, but the 
game only lasted a couple of hours. Don't get me wrong; I'm 
all for a game leaving you wanting more. But with Year 
Walk, it feels like there should be more around the corner. 
(That might have to do with you trekking back and forth 
through a lot of the same areas in the woods.) But even so, 
Year Walk is an impressive outing, one set 
on giving you the creeps. - EVAN 
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ind Your Fri 


FATAL FRAME: 
MAIDEN OF BLACK WATER 


FATAL FRAME HAS gone free-to- 
start. This horror series sequel is an 
eShop-only release in the States, but 
the tradeoff is that the eShop is also 
letting curious potential players 
download the game's prologue, first 
chapter and a bit of Chapter 2 for no 
money down - it's only after that 
point when you'll be asked to pay to 
keep the story going, if you've gotten 
invested in it. 

And you likely will get engrossed, 
as the prologue sets things up in this 
spooky story beautifully. You play as 
Miu Hinasaki (daughter of previous 
Fatal Frame hero Miku), who finds 
herself in a dark, forboding forest. 
You stumble about at first, but then 
pick up the game's basics just in 
time, as you'll quickly be surrounded 
by daunting spirits haunting the 
woods. Run to find a way to escape! 
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But, sadly, there is no escape - a 
sinister female ghost traps poor Miu, 
and her ultimate fate remains a 
mystery at the end of the beginning. 

What makes Maiden of Black 
Water stand out so much from other 
horror titles you may have played is 
that it's filled with a sense of dread 
that feels very real. | was shivering in 
my seat; always uneasy about what 
was happening. The Wii U GamePad 
vibrates at tense moments, which 
adds that extra dimension І needed 
to make the feeling of fear really 
click. Darkness creeps around every 
corner with visuals that are clearer 
than ever. The game has full English 
voice acting and | quite like what 
they have done with it. It uses 
American voices and, as a European 
myself, they didn't annoy me even 
for one second. (Purists have the 
option to switch it to full Japanese 
voices and put the focus more on the 
subtitles.) | deeply appreciate that 
both options were included -- the 
fact Nintendo recorded new English 
voices proves their confidence in this 
game, despite the misgivings some 
fans may have had about it not being 
sold at retail. 

After the attention-grabbing 
opening, the greatness of the story 
never lets up for a moment. The 


ghts for Free 


theme of the narrative is clear from 


the start — or it was for me, at least. 
You may have a different interpreta- 
tion, but I felt like the game centered 


its story on the idea of battling the 
demons that are inside of all of us. 

You see this illustrated further 
when you meet the two additional 
main characters that you'll be 
playing as all the way through. With 
Miu's fate left as a question mark 
early on, the spotlight then shifts to 
Yuri Kozukata and Ren Hojo - you'll 
shift between the two in every 
chapter to uncover new areas and 
plot points. 

To me, Yuri had more layers that 
mattered to the overall progression 
of the plot. She's a lonely young 
woman who can't seem to deal with 
the loss of her family – with the 
added bonus that she can under- 


at First) 


stand the undead now. Yuri uses this 
gift to find out what happened to 
missing girls who traveled into the 
forest of Mount Hikami and never 
returned. In many ways, she shares 
some of the same emotions as these 
lost ladies - but she just can't seem 
to admit that to herself. 

While Yuri's segments focus a ton 
on unraveling current events, Ren's 
sections try to delve into the past of 
Mt. Hikami. The place has a long, 
horrible history - it's currently seen 
by the outside world as a nexus of 
pure evil, the kind of place someone 
would only enter if they wanted a 
secluded spot to end their own life. 
Ren ventures in to follow the trail of 
a famous, reclusive folklore writer 
named Keiji Watawari; the story goes 
that Keiji settled on the mountain in 
hopes of uncovering its many horrid 


secrets, but then became obsessed 
with a mysterious girl in black and 
ultimately met his end. Ren, who is a 
writer himself, is desperate to find 
out the truth and chases that lead to 
some pretty unfamiliar ground. 

І really shouldn't spoil more of 
this game, because you would lose a 
lot of the experience to know any 
more than that basic setup. 

While scary moments are plentiful 
all across the board, it's the combi- 
nation of elements that make Fatal 
Frame so frightening: its tense 
phrases in dialogue, its grim atmo- 
sphere and its unsettling enemies all 
contribute to the overall impact of 
the adventure. Maiden of Black 
Water is filled with creepy moments, 
and fans of past installments in the 
series will not be left disappointed 
by this new set of scares. 

Story, atmosphere and overall 
scariness are the foundation of any 
Fatal Frame, but the gameplay is 
naturally the other half of the 
equation - and it's here where the 
game stumbles a bit. While exploring 
the environments of Mt. Hikami, your 
primary protection from poltergeists 
is the Camera Obscura - the Fatal 
Frame franchise's famous ghostbust- 
ing camera - and its control scheme 
is the biggest hurdle you'll have to 


overcome. You see, you're forced to 
use the GamePad's gyroscope to use 
the camera, moving and twisting the 
controller in the air in order to line 
up the camera's lens and snap 
photos of your foes. І couldn't get a 
handle on it for a good while. When I 
finally got the hang of it, though, it 
felt satisfying to strike back at the 
spooky spirits. So there's a learning 
curve to the motion controls, but 
once you perfect the technique, 
you'll be able to execute excellent 
shots like nobody's business. 

While exploration may seem 
linear, you'll be forced off the beaten 
path multiple times. There will be 
puzzles that require you to shoot 
certain photos or collect specific 
items, which ensures that you 
explore the areas around you fully. 
Almost every room has health items, 
film for the camera or documents to 
find, so there isn't a dull moment 
throughout the journey. If you ever 
get lost, just pressing the ZR Button 
tells you the way that you need to 
go, and that's a huge help. Between 
the cutscenes and missions, the 
game has a sense of progression that 
feels extremely satisfying. Playing 
through chapters is rewarding too, 
as you earn points that can grant you 
upgrades for the camera. You can 


buy items with them as well, so that 
you'll be prepared for any situation! 
The room I've been allotted to 

discuss Fatal Frame: Maiden of Black 
Water is coming to an end, though 1 
could easily talk about it for twice as 
long. This game made me ponder a 
lot, which in turn caused me to play 
the chapters very quickly after one 
another. It helps that the presenta- 
tion is beautiful and the gameplay 
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BATTERY CONTROL POWER 


elements mostly work. You will need 
time to learn the ropes of the 
Camera Obscura, and you'll feel irri- 
tated during that process - the gyro 
controls aren't great, and I feel the 
Fatal Frame 2 remake on Wii handled 
better (though that one never came 
to the States). Once you get past the 
learning curve, however, you won't 
know how to stop playing! That's the 
power of Fatal Frame. - DAAN 
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COMIC BREAK 
the sitcom starring a final boss and an 
£REST (D) obnoxious '8üs video game’ mascot 


Finally I've arrived on the groovetastic 
planet of IVSE-LEURHLL 7! They say this world 
gave rise to every snowy stage in every 
fame ever made! I bet I could find all the 
classic ice creatures in this place! 


Ah yes! 
The 
obligatory 
giant penguin |; 
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Hey, everyone was right! 
This level-editino stuff LS 
pretty fun! 


BY LINDSEY LAYNE KING 
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SECRET COMPATIBILITY 


MOST OF THE time, Nintendo shouts out amiibo compatibility news 
from the rooftops, hoping that new usages for existing figures in new 
games will only help to drive their sales. They’ve been curiously quiet 
when it comes to Gold Mario, though. Perhaps they don’t want to rub it in 
that many collectors missed out on grabbing him earlier this year? 

In any event, if you do happen to have a Gold Mario amiibo and you 
can bring yourself to unbox him, he triggers effects in two games that you 
won't find promoted through Nintendo's official channels. In Mario Party 
10, he summons a normal Mario — but he’s equipped with a Gold Token 
that gives him his signature shine whenever you like. And in Mario Tennis: 
Ultra Smash, he'll appear as the most lustrous doubles partner ever! 


SUPER 
MARIO MAKER 


TIPS & TRICKS, TAKE 2 


MY DEAR READERS! We did you a disservice in this very space in our 
last issue when discussing Super Mario Maker’s secret Fly Swatter mini- 
game (a.k.a. "Gnat Attack"). We said the only way to access it was by 
letting your controller idle for 15 minutes, or by shaking boxes in the 
editor mode until flies popped out. We missed the easiest method! Simply 
grabbing and shaking the Muncher enemy summons the flies much more 
quickly, and tapping them then triggers the minigame. 

It's just as well, though, because we've got fresh news to share on that 
front: There’s been a new, extra-tough Hard mode added for the Gnat 
Attack game, and it’s accessible by shaking Munchers over and over again 
until the big boss fly Watinga appears. Defeating this seriously challeng- 
ing new challenge will unlock a new Fighter Fly Mystery Mushroom suit! 

The new content update's addition of checkpoints to the available 
course-building options has also created a unique new glitch – you can 
force players to spawn in a different area underneath the flag if you 
position it as seen in the picture below! That has possibilities . . . 
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BECAUSE I SAW STAR WARS MENTIONED ON THE "NEXT ISSUE" 
PAGE OF ISSUE 417, HERES AN OLDIE: HOW DO YOU UNLOCK THE 


SECRET CHEAT MENU IN THE CLASSIC STAR WARS: SHADOWS OF 


THE EMPIRE FOR N64? 
SUBMITTED BY NICHOLAS MOREAU 


HAHA, I’M GLAD you brought this gem up. | immediately went and dug out my 
old Nintendo 64 copy of Shadows of the Empire to try this out again, and was just 
as pleased with the results as | was in my younger years. 

This one is kind of complicated. To kick it off, you'll want to create a new save 
file on Medium difficulty, and name it " Wampa Stompa" - exactly as it appears 
here (that's one space at the start, and two spaces between the first and second 
words, with no quotations). Next, change the controls to "Traditional." From here, 
you can control different secret characters in specific levels. 

To change into an AT-ST on the Battle of Hoth mission, press Left on the D-Pad 
and the Right C Button at the same time, then Up on the D-Pad, then cycle through 
the camera until you gain control of the Walker. To become a Wampa, queue up 
Escape From Echo Base, then press the same button combination. You can also 
become a Snowtrooper in the same level! 

To see the Debug Mode menu, you'll need to use one of the codes above first. 
Then, hold every C button, along with L, R, Z and Left on the D-Pad, then press the 
analog stick left (slightly) for five seconds until you hear a noise. From there you 
can press L or R to fiddle with cheats and debug options. You can do crazy things 
like enabling invincibility, but it will likely break your game, so don't go willy-nilly 
with it if you're trying to do a legitimate playthrough! 


WHAT ARE THE LIMITS FOR THE NUMBER OF 
ENEMIES/ITEMS YOU CAN HAVE IN A SINGLE 
LEVEL IN SUPER MARIO MAKER? I CANT QUITE 


SEEM TO FIGURE IT OUT. 
SUBMITTED BY NICHOLAS MOREAU 


SUPER 
MARIO MAKER. 


THIS ONE TOOK me quite a while to 
figure out, though | reached the enemy 
limit on my very first creation! Objects 
don’t follow a strict overarching limit, like 


some past level editors in games have had. 


For instance, when creating a level in 
previous Tony Hawk games, you’d have a 
thermometer of sorts which would 
overload if you placed too many objects – 
no matter what they were. With Super 
Mario Maker, that isn't the case, and you 
can create to your heart's content . . . so 
long as you follow a confusing set of rules 
for every object category. 

Let's start with enemies. You can place 
100 as a rule, which I feel is probably the 
biggest restriction out of any of the set 
limits. Weirdly enough, Yoshi Eggs, Clown 
Cars, Cannons, P-Switches and POW Blocks 
are also counted in this number, so if you 
need more baddies to fill your level up, 
consider getting rid of those. Bowser is his 
own unique entity, and is limited to three 
placements. Lakitus are unique too, as 
they count as two enemies for each one 
you place. Wow, this is much more compli- 
cated and arbitrary than I initially thought! 
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Next up is the block category. You really 
shouldn't ever run into this restriction, but 
the limit is 2,000 total. In the end, if you 
do have that many, you'll have to decide 
what to cut, whether it's Note Blocks, 
Question Blocks, standard boxes... or 
coins, oddly enough. At this point you 
should probably stick to one theme, and 
consider making another level that focuses 
on another specific concept. 

As for power-ups, the limit is 100, but 
you can place as many as you want inside 
blocks to circumvent this. 

To wrap things up, doors are limited to 
four pairs, while platforms (and pipes) are 
limited to 200. There are a few ancillary 
limitations as well, like with arrow signs, 
but those are all the big ones. 

For the most part, you shouldn’t run 
into any problems. If you really are com- 
mitting to a concept and want to expand it, 
your best bet is to split it into multiple 
stages, or spring for the sub-level 
mechanic, which opens up a whole new 
map to double every set of limitations. As 
a final note, though, even Warp Pipes have 
limits — you can only place 10 at a time! 


SUPER 


MARIO MAKER. 


WHAT ARE THE BEST TIPS FOR 


BUILDING A TRULY AWESOME SUPER 
MARIO MAKER LEVEL? 


THE FIRST THING you should do is come up with a 
theme. Whether it's an underwater level, a sky stage, 
or a Bowser's Castle-like crawl, a single theme to 
bring your creation together is a must. Players will 
remember your stage if you commit to one thing and 
do that one thing very well, rather than trying to do a 
lot of things and mastering none of them. 

Think back to a lot of the classic Mario stages that 
introduced individual concepts and capitalized on 
them, like "Touch Fuzzy, Get Dizzy" from Yoshi's 
Island (which a few people have already remade in 
Super Mario Maker). In fact, playing a few Mario 
games for yourself across the span of each genera- 
tion featured in Maker will do you a lot of favors in 
terms of providing a baseline for your level. Visualize 
your stage before you even grab the GamePad! 
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HUMBLING YOURSELF IS the first step to enlight- 
enment. Sure, you may have a great idea for a level, 
but why not check to see if it's been done already, or 
if someone caught something you may have missed 
that would otherwise lead to a "Eureka!" moment? 
Checking out videos of popular streamers or level 
creators would be a good place to start. If you're lost, 
go check out some of the most-Starred levels in 
Super Mario Maker's online component, then type the 
title of that level into YouTube. You'll not only be able 
to see the level in action, but you'll experience other 
people playing it who may approach it differently. 
Likewise, using capture equipment to grab some 
video of your level could be beneficial, as friends can 
easily watch it and give suggestions. Super Mario 
Maker is a group experience, so don't be shy! 
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TO @ ok DB || Me 
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AS I JUST stated in response to Nicholas' question 
over on the other page, you are limited somewhat by 
Super Mario Maker. While most of the restrictions 
probably won't impact 99% of the playerbase, I'm 
willing to bet that the 100-enemy limit will pop up as 
problematic every now and then. At that point, follow 
the earlier principle of sticking to a theme to help! 
(Not every enemy type should crowd into one level.) 
At the same time, there are other limitations 
inherent to Super Mario Maker, because some things 
never made their way into the game. Some of them 
include, at the time of this writing - no slopes, no 
option for vertical stages, a lack of specific power-ups 
like the Tanooki Suit and basically anything from 
Super Mario Bros. 2. Take some time to look at the 
items available to you before you start building! 
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SUPER MARIO MAKER isn't just about creation - 
it's actually a pretty deep platformer as well. If you 
don't have all of the amiibo required to unlock most 
of the extras, go and play some challenges and start 
acquiring new faces - maybe a level concept might 
jump out at you by way of a single new 8-bit charac- 
ter injection. 

Also, playing and acquiring new knowledge from 
the game's base levels will provide you with the tools 
you need to really dig into everything the Maker has 
to offer. | would additionally recommend not using 
the "cheat" to unlock all of the tools right away. 
Instead, take some time with the objects given to you, 
and figure out how to use them all in tandem, as the 
developers intended. Then you can start going 
bonkers with mixing them up! 


10 MARIO CHALLENGE Е 


ONE MAJOR PROBLEM with Super Mario Maker 
creators is that they often try to add in difficulty 
spikes for no reason! (I'm definitely guilty of this 
myself.) While checkpoints have recently made things 
a lot better, a balanced difficulty setting separates 
the good levels from the great ones. For instance, try 
not to use a "gotcha" approach when challenging 
players within the confines of your level. Mario occa- 
sionally forces people to engage in twitch-based sce- 
narios (Donut Block levels come to mind), but that's 
not what you should be striving for all of the time. 
Likewise, having a relatively simple level and then 
having an object come out of nowhere at the end will 
be frustrating for all the players out there, who will 
likely quit your level and never return. If you're going 
for super tough, that's cool, but keep this tip in mind! 


FINALLY, WHEN ALL else fails, plot out your level 
on a sheet of grid paper. It's rudimentary for sure, 
but it's a good way to figure out concepts while you're 
at work, school or just passing the time. You'll often 
find that playing around with items on paper will lead 
to brand-new ideas or expose limitations that you 
wouldn't have otherwise come across, before you 
spend hours actually placing items on the GamePad. 

It's also a great way to figure out sub-levels, since 
you'll have the "master key" right next to you while 
the TV screen only displays the particular zone you're 
focusing on at the moment. This goes double for 
remake levels, which you can plot out far easier with 
paper as you play them! Additionally, consulting 
videos and other playthroughs can bring in a fresh 
new perspective that will enhance your vision. 
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Our home planet has been targeted for destruction. Even now, an invasion force speeds toward us, bringing: 
with them the certain doom of our world. We must flee. We must seek sanctuary somewhere out among the | 
` stars. We must find a new place to call home! (And luckily, the past several decades’ worth of science fiction 

pop culture has already provided us with plenty of options to consider. Let's take a look at some possibilities!) 


- BYLUCAS M. THOMAS ES 


| SSEARTH ITSELF | 


If the Earth’s going to explode, then sticking around onthe surface ~~ 
ds probably not our most viable survival strategy. But whatifthe . 


ES managed to survive, and it was just humankind who left the 
: world behind . ... or went extinct? Pop culture has provided us with 

| plenty of post-apocalyptic looks into the future of an Earth after 
_ the age of man, and two of them have been through recent 
releases on Wii U! Earlier this year we got to experience the ink- 

- slinging у wonder of Splatoon, a game in which the planet is popu- 
lated by several evolved forms of marine life that have grown to 


il become bipedal and gained sentience. They use their newfound 


. wisdom and awareness to - what else - -create a society entirely | 


centered on shooting one another for sport! What's intriguing is 
that the game's collectible Sunken Scrolls fill in the backstory of 


с this world, revealing that the Inklings are actually inhabiting Earth . . 


: itself — justan eon or so after all of us humans went and died out. 
A potentially more positive portrayal of our ultimate fate can be 


~~ found in the Pikmin series, in which Earth itself i is an alien world . 
visited by Captain < Olimar on treasure-hunting expeditions (while ' 
© . the citizens of the planet Koppai come here seeking food). There . 


are lots of hints about humans being around off-screen some-- ~ 


where while the action takes place . . . unless it really is meant ю 
` take place i in a far-flung future, and all of the little treasures the 
; Pikmin collect are aie from a Бе age! 


THE МООМ- 


: But lets get back to the business of leaving Earth . l 
behind and finding some new rock to settle оп. The `. 
nearest option could be our very own moon! Human ` 


е explorers have walked there before. Maybe: wecould ` 


set up a colony and enjoy the floaty gravity, bouncing 
around like Scrooge McDuck? But then, there's no 
` telling what's lurking under the surface... 


% 182000 
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кс Maybe we're going cer this all n ғ Earth is no o more, en 
'" who's to say that we have to live byi its old restraints any more? 
Why not cast our old culture and way of life aside and embrace a 
. new kind of existence —a more perfect one. Linking allofour | 
minds together i intoa single consciousness, our species could add 
-is distinctiveness to a truly grand collective! There wọuld. be no 
~ more war, no more disease, no more poverty or inequality of any 
.. kind, because there would be no more individuality... . hey. | 
Wait a аа Who's typing this? We must keep our sense. oF self | 


| Ме must resist li s not tfutile, | promise! 


-THE UNITED FEDERATION== 


Whew. Clery were going about this quest fora new homeworld in the wrong manner - trying t to p finda ee all T ourselves, 


_ without asking for help. Let's swallow our pride instead and call upon the aid of our nearest allies! If Star Trek has taught us anything, i it’s | 


that the helpful Vulcans are living just a few light years away. Let’s go and settle ontheir planet! We would reach a new level of Ae 


“ептеп as a people, as we banished all emotion and spent every day reading books, solving complex. mathematical equations апа... 


Hmm. Kind of putting myself to sleep with that idea. Well, OK, how about some place а little livelier? Let's сЕ on over to the Pu is 


"Kronos, home of the mighty Klingon Empire! There, humanity would-be shaped:into a > 


powerful race of lethal warriors, living only for combat, focusing our entire liveson: ` 


` the pursuit of greater honor for our families — even if it meant death iri a 
streetfight over a single Yo Mama joke! No? Still no 5009? Then 


certainly the Ferengi would adopt us! Yes, it's the pursuit of 


worldly goods that would most comfort us after the loss 


Earth! We'd become entirely centered on greed, 


| working only for our own monetary gain . . . that. 
(ds dias they just эш: us all. Let's move on. 


COMPUTERS 


ARIWORKBYGURRAS43 ^ 


——MARIO'S САІАХҮ== 


Some place more fun and whimsical is where we should live! Mario's Galaxy ert can't | l 
be that far away, can it? Неопсе lived in Brooklyn, so he can't have gonetoofar-even | 
_ traveling on his impressive face-shaped ship, the Starship Mario. Ofcourse, theresnot — — 
| really апу habitable land mass anywhere it in this area — any place we'd try to stay would Е. 
` probably | be swarming with Goombas or littered with spinning Fi Fire Bar traps. Perhaps j justa. a 
l quick Е to ask the Habsi Rosalina to point us usin the Aeon then? > = 
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SAMUS’ SECTOR= 


‘Federation Headquarters, a place where bounty hunter Samus Aran has 
| ether planets seen in Samus series must surely be out there somewhere, ready for our 


. Zebes? It’s home to the kindly: Chozo people, ahel pful society of avian aliens who'd happily let us - 
_ nest among their bird-like citizenry . . . huh? What s that? They're all dead and gone, and they only 


> with Space Pirates and lethal wildlife? OK, well. No worries. We'll just hop on over to the nearby 
_SR388, another lovely option with... . no? That's a no-go too? It’s the homeworld of the Nera 
who'd latch onto our heads and suck away all of our energy in seconds flat? Fine; fine. Plenty of 
other planets to pick around here. Let's make the short j journey to Tallon IV, a biological paradise with 
_ there too, huh? And their ghosts mercilessly attack anyone who gets toa 
"close to their old sacred sites? And the planet itself’s slowly dying from 


` raise our kids ona planet where they might slip over into a parallel dimen- 


‚ A beautiful glowing gas giant! Sure, there's no solid ground to speak of, 


ШІ өші | Шы. ШІ aan Е | A ЦИ 


Ín the long- running, Metroid series of games, Earth is rarely < seen or - 
referenced – but it’s there. It exists as the location of Galactic 


probably received her marching orders from time to tirne. Given that, all the: 


consideration as we choose our new cradle of civilization. How about the lovely planet 


left a bunch of statues behind? And the planet’ s packed with subterranean passageways all filled 


a still-thriving Chozo population who . ... no; no. Don't tell me. They're "all dead 


within? Fair enough... how about Aether, then? It at least-has some of- 
its citizens still alive, I've heard . . . though it wouldn't be too. pleasant to. ` 


sion of darkness at any given moment. But look at Elysia! It seems nice! 


but wed all simply cram ourselves into the floating SkyTown and getto 
know the robotic workers who've been toiling away: there for millenia. 
yes, | know: No viable options here. Let's keep, moving and ete to fnd 


somewhere where civilization i isn't in total ruin. 


ARTWORK BY FALCON ZERO 


 Intriguing options for See settlement usd in the lovely, [etm Lylat Sytem Now this i is a due of space wah some 


serious potential. Sure, we'd be the only humans in the area, and it might seem odd to have to rub elbows with intelligent versions of 
animals we've always considered to be unevolved on Earth, but who hasn't dreamed of having a fox, a hare or a four-foot-tall talking 


`_ toad for a best friend at one time or another? Lylat's got БЕ of different living options, so we could spread out our new society to a few 


different planets if we really wanted to. Most of us would probably feel at home on Corneria, the fourth planet – with its blue skies and 
gorgeous oceans, it's the most Earth- like option we've stumbled across so far. There are other choices, though, like the desert world of 
Titania - which might be the preferred selection of some of our citizens who hail from more arid areas. Originally from a wintry country, 


and more used to frozen temperatures and endless drifts of snow? You could settle on Fichina and snuggle up inside a cozy military base. . 
Want to go for a swim? The planet Aquas would be right up your alley, as it's 97% covered in water. Zoness, Macbeth, Fortuna and even’. 


Venom - this system is packed with planetary possibilities. Most intriguing of all, though? The idea of settling on Sauria, also known as 
the Dinosaur Planet – it would be like taking a trip back in time for humankind! A veritable Jurassic Park! Except the dinosaurs would _ 
‘talk, and a little triceratops would probably never stop following us around . . . let's mark this area as a maybe and keep оп СЭВ 
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“АҺ, urban living at its finest! If we cede far enough away 
_ from the Milky Way to reach this galaxy far, far away, wed . 


have to first consider making a life for ourselves in the 
endless cityscape of. Coruscant, the crown jewel of Star 


` Wars society. Those of us who've lived in huge cities would ` 


be right at home in this massive expanse of skyscrapers, . 
flying cars and. likely mostly unbreathable air. Any of us who 
felt overwhelmed by it all would certainly be won over by 


the universe's greatest array of shopping outlets, restaurants | l 


- and available apartments for rent! There is the fact that ` 
most of us would probably be forced to live down in the 
city's lowest, seediest levels, though, апа probably never see 
the sun again.. „and the fact that the ruler in charge of the 


| _ whole planet is a murderous tyrant who lightning-shocks 


ЕВ just ш э OK, meyo not the best а 


ARTWORK BY JOSEMIKHAIL ` 


—TATOOINE-— | 


OK, look [тп not going to eveh try to UE. a case for this 
one. I’ve never understood why anyone. would choose to live. 
inthis horrid place, surrounded by nothing but sand as far as 
| the eye сап see. | don't like sand. It's coarse and rough and 
irritating — and it gets everywhere. And the options for work. ` 


here? Nonexistent. Sure, you can bea‘ ‘moisture farmer,” if 


. you want to waste your life. How in the world does someone 


makea living pulling thin drops of water oùt of the atmo- 

l _ sphere here when just a short starship’ s journey away are 

entire worlds of nothing but water? Why has no one ever 

just brought back a whole shipload and dumped it on Mos 
Eisley? We're makin’ it кюп, people: Go grab a bucket! 


: ARTWORK BY SHIGIMICU 


. Thisis it! The idylic Alderaan. ka look at ds gorgeous, 
l ` mountainous landscape. Those beautiful cities with alabaster - 


ЕСІ; striking i into the: sky! Let's head straight i into orbit around 
' this... hey. What's going on? Did we get the wrong navigation 
С" chart? Where s the iit It Me to be iiis here! 


«e. Well, it seems that finding: a suitable second ee for ЗА is going to be m 
"eg lot harder than | thought. Most of the planets that pop culture has intro- ..- 
Б duced us to over the years just wouldn't work out! Even the Lylat System that | 


- looked like a good bet is constantly getting a attacked by: some kind of mad _. 


' scientist ape guy (and Corneria's apparently not accepting new citizen appli- ke: 
- cations until April anyway). No, it seems like it might be best if we didn't have E: 
to choose at all - like if the choice could just be made for us? And such.is the 
case in Xenoblade Chronicles X, as it turns out! After eliminating decades’ ^ 
' worthof other “options, it's the all-new planet. Mira that's going to have to 
. work for us. It’s an intimidating place їо Бе sure, separated into five 


E different areas, each one more dangerous tl than the last... but if - (| 
_ were being forced out. Beyond the Earth, we must be brave! .— : © f 


Sot turn the Du Do апа prepare: pi for the т І 
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LESS THAN TWO minutes after you 
first turn on Xenoblade Chronicles X, 
the Earth explodes. Just like that – in 
an instant, our home since the dawn 
of time is obliterated in a spectacular 
flash of blinding light. The story 
explains that our planet was a simple 
casualty of war; we got caught in the 
crosshairs of an unimaginably large 
firefight in space, a battle being waged 
between two radically advanced alien 
races with weaponry our feeble minds 
couldn't possibly hope to comprehend. 

But the reason Earth is gone is 
almost inconsequential. The reality is 
that humanity needs a new home- 
world, if any piece of our people and 
culture is to survive this near-total 
cataclysm. 

Luckily, we had some advance 
warning. Somehow we knew the day of 
judgment was coming, and the Earth's 
governments rallied together to 
prepare the only possible response to 
the encroaching doom: an escape 
plan. Enormous spaceships were con- 
structed, equipped, filled with hopeful 
would-be survivors and launched out 
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into space - but not before the battle 
above our skies had already begun. 
Nearly every colony ship was vapor- 
ized before even having the chance to 
break free of Earth's atmosphere. 

The lone survivor, an ark christened 
"The White Whale," didn't see its luck 
hold for long beyond that fateful day, 
though. It was pursued through space 
by one of the alien aggressors, then 
attacked and forced to crash-land on 
the nearest available planet. 

Mira. Humanity's new home - that 
we didn't get to choose. This planet 
was forced upon us by proximity and 
necessity, and now it's up to us to do 
the best we can with the hand we've 
been dealt. 

Xenoblade Chronicles X tells the 
tale of this strange new world. 
Whereas the original Xenoblade game 
had its characters at the center of its 
narrative - Shulk, Reyn, Riki and all 
the rest of their friends and foes - this 
sequel instead shifts its story focus. 
The star of this game is its setting. It's 
the planet Mira itself in the spotlight, 
as all attention is bent on exploring 
and mastering its environments, domi- 
nating its wildlife and fighting tooth 
and nail to scratch out some kind of 
sustainable existence for what 


remains of humankind. 

If you have any doubts at all that 
Mira itself is going to be star of this 
show, Xenoblade Chronicles X will 
quickly dispel them by presenting its 
create-a-character interface to you up 
front, immediately after its opening 
cutscenes. Yes, so insignificant to the 
core story is your hero that it doesn't 
matter who they are, what they look 
like or how they play. You're given an 
incredible degree of freedom to craft 
exactly the kind of avatar you want – 
choosing gender, hairstyle, skin color, 
body size and even how many moles, 
freckles and scars are on your face. 


XENOBLADE CHRONICLES X 


It’s a striking shift in priority and 
approach. Xenoblade Chronicles on 
Wii (and on New 3DS earlier this year) 
was absolutely the Shulk show, and 1 
personally enjoyed experiencing his 
story. It would have been reasonable 
to assume that Monolith Soft's follow- 
up to that well-regarded RPG would 
take a similar tack, simply bringing us 
the tale of a different protagonist. But, 
no. Not so much. There's an engaging 
story to experience here too, but it's 
just told totally differently – through 
the words and actions of your allies, 
while your custom-made hero stays 
silent. And sometimes nods. 


It’s a little odd — but | don't mind it. 
Because for as eager as | may have 
been to play through another story 
similar in style to the one in the first 
Xenoblade, I’ve been even more eager 
to simply get out into the wilds of this 
all-new, massive world of Mira and 
begin my expedition of exploration. 

And so, that's what | did. As soon as 
І possibly could. 

Now, the timing of this issue getting 
to you might be a little tricky — hope- 
fully you're getting a chance to read 
this before Xenoblade Chronicles X 
goes on sale on December 4 in Europe 
and North America. If you're reading 
this later than that, you might be won- 
dering why we haven't gone ahead 
and printed a review for the game 
instead of one last preview. Well, for 
one, the way the dates are falling, the 
review embargo won't yet be lifted as 
we go to press. But more importantly, 
this adventure is just way, way, waaay 
too huge in scope and scale to reason- 
ably get through it all and be able to 
offer you an honest assessment of it 
as a whole before our print deadline. 
It's going to take me the next two 
months to be able to see everything 
there is to see - and even then, I'm 
not confident | won't have missed 
entire chunks of this game world. 


I'm not trying to be hyperbolic – 
the explorable area of Mira is just that 
immense! Neal's team at Nintendo 
World Report recently did the math 
and figured out that Xenoblade 
Chronicles X has a larger game world 
than 20115 The Elder Scrolls V: Skyrim 
and this year's The Witcher 3: Wild 
Hunt and Fallout 4 combined. Those 
games haven't been made available on 
Nintendo systems, but they've been 
held up by the greater gaming fandom 
as the pillars of massive, open-world 
exploration in the modern era. And 
Xenoblade Chronicles X blows them all 
away in sheer size. 

With that perspective on the grand 
task that lay ahead of me in mind, I 
launched into my playthrough of this 
new adventure. Almost literally so — 
when your character takes off at a 
sprint and then you hit the jump 
button, you then see them flailing 
wildly through the air, leaping in tall 
bounds over rocks, bushes and indig- 
enous wildlife with reckless abandon. 
It's comically endearing! And neces- 
sary, too, as you've got to set the 
fastest pace possible to cover ground 
here. You'd never see it all at a walk. 

And so І ran. The first moment the 
game let me leave New Los Angeles, 1 
immediately ignored the Story Mission 


set before me and just took off 
dashing in one direction. | played my 
first few hours of Xenoblade 
Chronicles X accomplishing almost 
nothing, except sightseeing and filling 
in bits of the map - and after four 
hours of ridiculously running around, 
the game's percentage completion 
readout on my total map exploration 
registered just north of 396. 

I've already warned my wife that 
I'm going to be dead to the outside 
world well into the New Year. This is 
going to take forever! 

But | love it, and if you're like me, 
you will too. Not everyone out there is 
an exploration-minded gamer, | know. 
But if you are, my goodness - this may 
very well become your new favorite 
game world of all time. 

Xenoblade Chronicles X also 
realizes that not everyone out there is 
a map-completion junkie, and so 
you're given several other ways to play 
beyond scouting out the alien terrain. 
Your hero is awakened from a fallen 
stasis pod that separated from The 
White Whale while it was crashing, and 
once you're revived and recruited into 
the military outfit known as BLADE, 
you're offered eight options of 
emphasis in your new career. 

You can choose to be a Harrier or 


an Interceptor: combat-focused 
Classes that get damage bonuses for 
their weapons. You can be an Outfitter, 
supporting the development of new 
weapons and armor. The Prospector 
job puts the focus on gathering the 
bare necessities of life – figuring out 
how to supply the population with 
food and water for the long haul. 
Reclaimers are chiefly concerned with 
finding and salvaging lost pieces of 
The White Whale that crashed down all 
across the planet; Curators are explor- 
ers tasked with venturing out further 
into the wild than anyone else to 
uncover new species of indigenous 
life; and Mediators are the exact 
opposite, a class of stay-at-home 
police officers who primarily work to 
keep the peace among the citizens 
living within the walls of New Los 
Angeles. 

Finally, there's the team I picked: 
the Pathfinders. It's actually presented 
as the first option available to you, 
and focuses on exploring Mira as 
broadly as possible, planting essential 
data-collecting beacons throughout 
the environment. It seemed like it 
would gel the most with how І wanted 
to play, getting out and seeing the 
sights - but whatever you pick, you're 
going to be drawn out into the wild. 
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Xenoblade Chronicles X puts a plot 
emphasis on why you need to get out 
and see as much of Mira as possible, 
even if you pick a job that would seem 
to make doing so less important: 
There are other humans out there. 
Still unrecovered; still lost in crashed 
stasis pods, as you were when you 
were found and brought back to con- 
sciousness before some native razor- 
toothed dinosaur could make you its 
lunch. Your new best friends in BLADE 
quickly explain that their primary goal 
in scouring the lands of Mira is to find 


38 ISSUE #18: BEYOND THE EARTH 


and recover the Lifehold - a massive 
section of The White Whale that was 
carrying literally thousands of stasis- 
sleeping humans, but didn't crash 
down anywhere near the circular 
habitat unit that was repurposed to 
become the city of New Los Angeles. 
Somewhere, out there in the alien wil- 
derness, thousands of defenseless 
men, women and children are still 
asleep - awaiting either rescue or an 
untimely demise that they won't even 
see coming. They're all running out of 
time. 


Finding the Lifehold will be no easy 
task, but the game does take critical 
steps in making that — and every other 
mission — easier to get a grip on with a 
suite of helpful navigation and U.I. 
options. This game is dense, people. 
Seriously replete with available adjust- 
ments to its interface and camera 
controls, and don't even get me 
started on the depths of its character- 
related decision-making. You could 
spend hours playing with just the 
menu screens in Xenoblade Chronicles 
X. Beware falling into that rabbit hole! 


The game's primary new innovation 
in navigation is the "Follow Ball." It's a 
curious glowing orb that you can 
launch at any time, and when you do it 
will immediately take off in front of 
you and show you the way to run to 
get to your next mission destination. 
I'm only a few hours into my time with 
the game at this point, so it's hard to 
say yet how much ІЛІ use it over the 
weeks ahead - but it is an effective 
little thing, especially if you start 
getting exploration-weary and just 
want to hit the next point of interest 


as expediently as possible. 

Fast-travel makes a return from the 
first Xenoblade, letting you instantly 
zip back to key places you've previ- 
ously visited - that’s going to be 
another godsend here. But the one 
navigation-related addition everyone's 
been looking forward to here are the 
Skells. These massive mechsuits were 
what made every Xeno fans' jaws go 
slack when the game was first 
announced - no longer are you forced 
to hoof it everywhere on foot! Instead, 
you can take to the sky in a soaring 


suit of rocket-powered robo-armor. Or 
have it transform into a motorcycle for 
rapid transit along the ground! 

I'm anxious to get access to the 
Skells myself — but І haven't yet pro- 
gressed that far into the story. As the 
trump card of this sequel's game 
design, they're of course not going to 
let you play with them in just the first 
few hours! You've got to anticipate 
that moment when you've done 
enough and proven yourself worthy to 
be selected as a BLADE Skell pilot. You 
gotta get your Skell license! 


I'm in a bit of a quandary about 
that, actually — | know that earning 
the Skells only happens through suc- 
cessful completion of core Story 
Missions, and yet all I’ve wanted to do 
so far is avoid those to explore on my 
own! ІЛІ just have to bite the bullet 
and stop ignoring the Follow Ball 
trying to lead me to the next cutscene. 
(And there are many cutscenes here, I 
can tell you already. These characters 
like to talk — perhaps to make up for 
the fact that your own character never 
has anything to say at all.) 


There is so much more that 1 could 
say, even just a few hours into the 
adventure as | am as | write this – but 
alas, further analysis will have to wait 
for my review in our next issue. Let me 
just say now though that everything 
I've played to this point has been 
incredible. This is absolutely shaping 
up to be the truly massive, excellently 
epic adventure I’ve been hoping for 
for years. Feel free to not wait for my 
final word, and buy with confidence 
now! You'll need the extra time to get 
your own exploration going! - LUCAS 
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ШШЩЕ 


STAR FOX ZERO 


Just needs a few more months to find its legs. 


SOMETIME IN EARLY September, 
somewhere within the walls of 
Nintendo's corporate headquarters in 
Japan, Shigeru Miyamoto was looking 
at what was supposed to be a nearly 
complete version of Star Fox Zero – 
and he didn't like what he saw. 
Something about the game was off. 
Something wasn't clicking; it just 
didn't feel right. And so, only 
two months before the 
game had been meant 
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to go on sale on November 20, it was 
instead hit with that most frustrating 
of words that Nintendo fans have 
heard time and time again: "Delayed." 
The delay came as quite a surprise 
to the members of the Nintendo Force 
team, as we'd been planning this 
issue's outer space-y theme for some 
time; we even already had the Star 
Fox Zero posters printed up for all of 
our print edition subscribers. In some 
alternate timeline out there, this issue 
would have held a full review of the 
final game - but, instead, we 
must once again practice that 
special kind of patience that 
only comes from years of 


being a Big N follower. The new launch 
target is April 22, 2016 - if all goes 
well with the game's development 
from now on, of course! 

While we wait these five extra 
months, we've got plenty of time to 
wonder just what aspect of the game 
wasn't adding up. What was it that 
pushed Mr. Miyamoto to push the 
release back? 

Could it be that the control scheme 
needed extra work? One of the criti- 
cisms leveled against the game from 
showgoers who played its demo at this 

year's E3 was that its novel 
new method of guiding 
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the Arwing through the air (or out of 
the atmosphere) was a little tough to 
get a handle on — because the controls 
for flight direction and the direction 
you're aiming your shots have been 
separated into two different inputs 
that now need to be juggled individu- 
ally and simultaneously. The main 
Control Stick on the left side of the 
GamePad is still in charge of flight, but 
the Arwing's new "swivel" guns are led 
toward their targets by moving the 
Pad around with Splatoon-esque 
motion controls. As a motion-using 
Splatoon player myself, | think that 
arrangement sounds just fine – but I 
recognize that there are thousands of 
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players of that inktastic shooter who 
abhore the motion option and only 
use the dual-stick control scheme 
instead. Perhaps Star Fox Zero was 
sent back into development to get a 
bit of extra polish — or another control 
option entirely - for those players? 

Or was it the visual presentation 
that needed some extra touching-up? 
Another complaint that's been making 
the rounds through the Nintendo 
fandom pegs this adventure's graphics 
as not quite as fantastic as they could 
be - and I have a feeling that that 
critique is largely due to Platinum 
Games being a contributor to the 
development of this sequel. If you've 
played any of Platinum's titles – like 
The Wonderful 101 or last year's 
superb Bayonetta 2 — you know that 
their signature style is constant, over- 

flowing action. There's hardly a 


time to stop and breathe in Platinum 
games! Enemies and explosions and 
who knows what other kinds of eye- 
catching distractions are unendingly 
flooding the screen - and Star Fox 
Zero, thus far, just hasn't shown us 
that it ever gets quite that frantic. 
Perhaps Nintendo realized that, and 
this delay is them taking the time to 
add more ships to Andross' invading 
armada, or dialing up the intensity of 
existing encounters in some wildly 
flourishing way. 

My third and final completely 
speculative and probably baseless 
theory for why the game was delayed? 
The amiibo set — or in-game amiibo 
usage - wasn't yet ready to roll. We 
haven't seen any of the Star Fox series 
amiibo yet. Indeed, a set of Star Fox- 
specific figures hasn't even been offi- 
cially announced yet – but we do know 
that they've been in the works, as Mr. 
Miyamoto revealed at E3 that the 
company had been trying to figure out 


how to manufacture an Arwing amiibo 
that would also function as a trans- 
forming toy – shifting back and forth 
from its traditional flight configuration 
to its new chicken-legged Walker 
mode (that's finally debuting after 20 
years; see Page 49). It isn't hard at all 
for me to imagine that that kind of 
specialty amiibo design might have 
merited extra time and attention – 
especially since the popularity of 
amiibo is certainly much greater than 
the Star Fox brand by itself at this par- 
ticular point in Nintendo history, and 
the company may want to assemble 
some bundles including this amiibo 
Transformer. (If it exists.) 

Even if the plans to make the 
Arwing amiibo transform have fallen 
through, though, I still expect we'll see 
the classic starfighter represented 
with a more traditional, non-shape- 
shifting amiibo. Along with Fox, Falco, 
Peppy and Slippy. Oh yes, the Team 
Star Fox amiibo set will be mine! 


Of course, you don't have to take 
any of my speculations into account – 
you could just go by the words of Mr. 
Miyamoto himself, who said in 
announcing the delay, "Although we 
felt that the development had been 
progressing well, we now believe that 
we will need a little more time to work 
on areas such as the unprecedented 
discovery that we want players to 
experience in the game by using two 
screens, and further polishing the 
level designs and perfecting the tone 
of the cutscenes." Discovery using two 
screens could be referring to the 
game's sequences involving Direct-i, 
the tiny, tethered robot who explores 
small spaces on your behalf; or maybe 
just the interplay between the third- 
person and first-person views on the 
TV and GamePad? 

Yes, it's hard to pin down any one 
reason why the tea table was upended 
this time. But hopefully these extra 
months in development will help iron 
out any lingering issues in any aspect 
of the game, and Zero will be another 

true Star Fox series 
classic! - LUCAS 


yy 
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ШИПИН 


MARIO & LUIGI: PAPER 


OH, HOW TIMES have changed. 

Once upon a time, it seemed as 
though Europe couldn't get a break. 
While North America and Japan 
promptly enjoyed the fruits of 
Nintendo's efforts, it would take 
forever for games to come out in PAL 
territories — if they did at all. 

But then, something changed. The 
balance shifted. And these days, it's 
not uncommon to see Europe get the 
goods. Sometimes they get games that 
are never even released here - such 
as Hotel Dusk sequel The Last Window 
and Disaster: Day of Crisis – or they'll 
get titles without having to form an 
online movement just to nudge their 
regional office into a limited release. 

Other times, they just get things 
early. And we're not talking about a 
few days or weeks - entire months 
pass with Europe able to point and 
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3DS 


and laugh at their fellow gamers 
across the pond who continue to wait, 
wait and wait some more for a game 
to finally come out. This was most 
recently the case with Yoshi's Woolly 
World, which arrived in Europe five 
months before North America could 
reach out and feel the soft texture of 
the included Yarn Yoshi amiibo (and a 
month before even Japan, no less!). 
The latest such instance of inequal- 
ity is another Mario-related title, 
AlphaDream's Mario & Luigi: Paper 
Jam - or rather, "Paper Jam Bros." as 
it will be known when it first arrives in 
Europe on December 4 (just one day 


after its December 3 release in Japan). 


Australia will soon join in on the fun 
on December 10, making it a very 
Mario holiday season for all. 

Well, almost. 

North American fans will just miss 
the chance to invite Mario, Luigi and 


their new ally Paper Mario to their cel- 


ebrations of Kwanzaa, Hanukkah or 


Christmas, as here in Canada and the 
United States the Paper Jam release 
date has been set for January 22, 
2016. Sure, it's only a difference of a 
month and a half this time, rather 
than the nearly half a year we had to 
wait to leap into Yoshi's Woolly World 
- but there's just something extra 
irksome about the calendar-flip into 
the New Year happening in the 
interim! 

You win again, Europe. But this war 
isn't over! 

The seven-week wait should at 
least allow North Americans the 
opportunity to learn more about the 
game prior to its release, and we do 
have a few new details on it. First up, 
we now know that the game will 
support amiibo – specifically, the 
Super Mario line of amiibo and their 
compatible counterparts (like Dr. 
Mario from Super Smash Bros., Yarn 
Yoshi from Yoshi's Woolly World, etc.), 
as they'll all give you special support 
cards to use in battle. 

Beyond that, it appears that the 
Paper Mario game du jour that the 
game may be drawing from first and 
foremost is, perhaps unfortunately 
(depending on how much you liked it), 


2012's Sticker Star. As such, the 
current lack of any sightings of Paper 
Luigi or Paper Mario's fan-favorite 
sidekicks leaves their existence in this 
game in question, if not in doubt. 

On the bright side, it seems that 
Paper Bowser has found his voice once 
again, so there will hopefully be a 
healthy heaping helping of humorous 
hijinks from him and his three-dimen- 
sional counterpart. (While those two 
squabble, however, it appears that the 
pair of Juniors may get along better.) 

It isn't just denizens of the Paper 
universe who are popping up, though. 
Nabbit from New Super Mario Bros. U 
and New Super Luigi U has been 
spotted, while Toadette will make her 
Mario & Luigi series debut, seemingly 
with a role in the Papercraft battles. 

Other newness includes an Easy 
mode - a first for the series, should 
you desire it. Moreover, an option 
some might appreciate is the ability to 
turn on a reticle that shows which of 
the Bros. the enemies will be attacking 
- handy for those who have difficulty 
reading their tells. 

Though we'll have to wait a little 
longer to play it than some, we're still 
looking forward to this Jam! - DAVID 


—— 


LEGO MARVEL'S 


AVE N G E RS Assemble! 


ГУЕ NEVER BEEN able to keep up with 
comics. If you're a part of that world, and 
if you're actually able to bend your brain 
to the task of keeping straight the stories 
of so many hundreds of characters all 
interacting with one another over several 
decades' worth of one-off issues, long- 
running story arcs and universe-clearing 
reboots... well, | applaud you. I can't 
imagine how you handle the strain. 

For the next LEGO game release, 
though, Warner Bros. and TT Games are 
reaching out directly to all of you human 
Wikipedias with LEGO Marvel's Avengers. 
At first glance, it seems simple enough to 
wrap your head around - it's just a 
playable, LEGO-ified version of the most 
recent Marvel movies, right? Well, yes. It 
is that. The story will adapt six Marvel 
films: both Avengers movies, both 
Captain America films, Iron Man 3 and 
Thor: Dark World. But then it expands 
beyond them to draw in way, way more. 

Included among the cast of playable 
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characters in this new adventure are 
over 100 Marvel superheroes, sidekicks 
and probably even a few obscure civilian 
background players drawn from the 
entire history of Marvel comics. Let me 
list off a whole bunch of names that I 
don't even recognize myself, but you 
might: Fing Fang Foom, Devil Dinosaur, 
Moon-Boy, Korvac, Skaar, Wendigo, 
Crimson Dynamo, Mantis and Agent 
Peggy Carter. (Wait, | know that last one 
at least! I've seen her TV show!) 

That's just scratching the surface, 
though. There's also the incredible 
Squirrel Girl, Kamala Khan's Ms. Marvel 
and America Chavez. Then there are the 
comics' latest recastings of hero 
personas that have traditionally been 
wielded by other characters: Sam Wilson 
as Captain America and Jane Foster as 
Thor. No stone (or comic book page, I 
suppose) has been left unturned in the 
search for new and interesting playable 
heroes to push into the spotlight for this 
latest LEGO-building quest. 

And hey, maybe playing this will help 

my lacking comic book 


8 knowledge! - LUCAS 
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HYRULE WARRIORS 
LEG EN DS Say hello to Linkle! 


WE KNEW THAT Hyrule Warriors would be getting some new 
characters for its re-release on 3DS, but we didn't predict this — 
the long-rumored "female Link" is finally becoming a reality! 
Everyone, please welcome "Linkle" to the Warriors team! 

Several months back, a Hyrule Warriors art book was released 
showing a sketch of this crossbow-wielding female version of Link 
on a page of rejected characters for the Wii U version. Now, it 
seems that for one reason or another, Linkle has been rescued 
from the trash can and is now ready to take her place alongside 
her male counterpart. 

Hailing from a small village filled with Cuccos, Linkle dual- 
wields her Link's Crossbow Training-styled armaments and can 
mow down enemies coming from all directions. In some instances, 
the camera shifts to a behind-the-back view as Linkle strafes a 
horde of enemies, letting countless bolts fly into the fray. She 
complements this projectile assault with up-close-and-personal 
kicks, including her own special counterpart to Link's famous Spin 
Attack: by planting one of her crossbows into the ground, she's 
able to perform a wide-reaching Spin Kick maneuver. 

"Her jumpy, energetic nature brings something special to the 
battlefield," noted Nintendo's Bill Trinen while announcing her. 

Linkle will join the previously revealed Tetra and King of Hyrule 
as new playable heroes in Legends, while The Wind Waker's Toon 
Link and Skull Kid from Majora's Mask will also be playable on the 
portable for the first time as well. 

As something of an extension of the player, fans have been 
interested in seeing a female version of Link for some time now, 
and while The Legend of Zelda: Tri Force Heroes had no problems 
fitting the hero of Hyrule with a dress, it appears Nintendo is now 
set to make good on the concept in full. - DAVID 
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DISNEY INFINITY 3.0: STAR WARS: 
THE FORCE AWAKENS Tre saga continues! 


A SHORT TIME from now, at a 
retailer close, close to you... a new 
Play Set based on Star Wars: The 
Force Awakens will arrive for Disney 
Infinity 3.0. 

The big hype around this year's 
Disney Infinity release was, of course, 
for its focus on the Star Wars brand. 
However, with a brand-new movie 
coming near the end of the year, the 
House of Mouse clearly did not want 
to tip their hand early, and so they're 
waiting until December 18 - the same 
day the movie will open in thousands 
of theaters across North America - to 
release the Star Wars: The Force 
Awakens Play Set for the latest Infinity 
iteration. 

As it stands, much like the movie 
upon which it is based, very little is 
known about this particular Play Set. 
Details that have come to light are 
that the new characters of Finn, "a 
soldier on a path to adventure and 
danger," and Rey, "a true survivor who 
is resourceful and capable," are the 
two pack-in Infinity figures included in 
the set. Also available as playable 
characters (but sold separately) are 
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traveling Resistance pilot Poe 
Dameron (the self-proclaimed "best 
pilot in the galaxy," though Han Solo 
may have something to say about 
that), and Kylo Ren, the new terror of 
the galaxy and enforcer for the First 
Order (the big bad guys plaguing our 
heroes in this new generation). 

"When Star Wars: The Force 
Awakens is introduced December 18, 
the Disney Infinity Play Set will be the 
only game where fans of all ages will 
be able to experience key moments 
from the film," Lucasfilm Digital 
Business & Franchise Management 
Vice President Ada Duan stated on the 
Disney Interactive website. "Lucasfilm 
worked closely with Disney Interactive 
to develop a fun experience for kids 
and families who are just getting to 
know these new Star Wars characters 
and stories." 

From that quote we know that the 
Play Set will adapt moments from the 
movie directly, rather than telling 
some kind of side story. The plot, 
though, remains largely a mystery (as 
with the movie). All that's been said 
thus far is that we'll be traveling back 
to a galaxy far, far away to team with 
"new heroes and old friends in search 
of a much-needed ally." 

With Disney and Lucasfilm being so 
very secretive, odds are we're not 


going to know much more about this 
Play Set until after it - and the movie, 
of course - have been released. But 

we do know a Force Awakens-themed 
Power Disc Pack will also be available 
separately. Plus, fans can unlock and 


play as all of the other characters 
available from throughout the rest of 
the Star Wars branch of the Disney 
Infinity line; from Ahsoka Tano to Zeb 
Orrelios. You could even bring back 
Yoda to take down Kylo Ren! - DAVID 


"A 


POE DAMERON 


THE NEW FIGURE OPTIONS 


The four fresh figures you see above will be your new Force Awakens 

options to buy the same day the movie opens, while the existing Han 

Solo and Chewbacca figures will almost certainly also be compatible 
with the game’s main campaign. But hey, where’s our BB-8 figure? 


KYLO REN 


MEGA MAN LEGACY 
COLLECTION Going gold. 


WHILE PLAYSTATION 4, Xbox One and PC gamers have been 
able to reap the joys of the Mega Man Legacy Collection for the 
last few months, Capcom promised Nintendo fans that a 3DS 
version would be on the way too - and now we finally have more 
information on that release. 

The Nintendo 3DS edition is coming to the eShop in both 
Europe and North America on February 23, and in Japan two days 
later (though it will be the "Rockman Classics Collection" there). 
For the North American and Japanese crowds, there will be 
physical releases as well. In North America, the $29.99 regular 
version will include the game, four stickers, a sample soundtrack 
of 18 tunes from across the six games and two Nintendo 3DS 
themes. But if you instead opt for the $49.99 Collector's Edition, 
you'll also receive six postcards and a shiny gold Mega Man 
amiibo figure! It can be used to unlock 11 new challenges that are 
exclusive to the Nintendo 3DS version (but don't worry, the Super 
Smash Bros. series Mega Man amiibo will work too). 

For Japan's 9709 yen (about $80 as of this writing) special 
edition, importers can enjoy the game, a 2016 planner, a sticky 
note set and bookmarks, while both versions get the Nintendo 
3DS home menu themes. It's purely subjective, but call it a hunch 
that the North American crowd might be happier with their 
version (though Japan still has the nicer box art, in my opinion). 

As for the game itself, it doesn't look like the Nintendo 3DS' 
extra real estate is used for much more than just breaking up 
menus - though we've now seen how the game action will be 
framed by old-school art on the top screen. Take a look! - DAVID 
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raid so. I've made up my mind—l 


stand with Hoshido. 


FIRE EMBLEM FATES 


Will you accept your Birthright, or seek pure Conquest? 


AT LONG LAST, clarity. We’ve known for 
quite a while that this latest sequel in the 
Fire Emblem series would offer multiple 
paths to choose in its story, and that the 
critical decision of picking which of the 
two warring families you'll side with was 
reflected by the game getting two differ- 
ent physical versions released in Japan. 
Rumor had it that the same approach 
would be taken in North America, but 
then Europe was said to just be getting 
one version . . . it's been a mess. But now 
we know the plan. (At last.) 

Fire Emblem Fates will hit store 
shelves in the States on February 19 in 
two different versions: Birthright and 
Conquest. In the Birthright edition, you'll 
side with "the good guys:" the Hoshido 
clan of noble warriors. In the Conquest 
version, though, you'll cast aside your 
true parentage and remain loyal to your 


PUBLISHER: NINTENDO DEVELOPER: 
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adoptive family of ruthless warlords, the 
Nohr clan. Each of the two different 
versions promises a unique story – 
unique enough to fully justify the two- 
version approach, | hope. If you want to 
experience both tales, though, you'll be 
able to do so at a discount - Conquest 
will be 5096 off in the eShop if you 
started with Birthright, and vice versa. 
But that's not all! It's been confirmed 
that a third version of the game entitled 
Fire Emblem Fates: Revelation will also 
be made available! It'll be download-only 
and won't be ready in February like the 
other two, but that's just as well since it's 
intended to be played last (as it fills in 
gaps from the others' narratives, and 
probably spoils quite a bit of them too). 
But that's not all again! Further DLC to 
add new maps and missions is being 
planned as well. (One DLC map will be 
free, and then six others will be paid 
downloads.) Nintendo's really going to 
overload my tactical brain with all of this 
Fire Emblem action next year! - LUCAS 


THE SPECIAL EDITION BOX SET 


Nintendo's not holding back with this release in the slightest, as the 
company knows there are hardcore Fire Emblem fans who will want the full 
Fates experience from Day 1. The $79.99 Special Edition box nets you all the 

versions of the game, an artbook and a nifty 3DS carrying pouch, too! 
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STAR FOX 
SNES, 1993 
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Once upon a time (in 1993), scenes like the one you see above were mind-blowing to fans of Nintendo 
video games. Sure, it was the Nintendo 64 system and games like Super Mario 64 that truly shifted the 
company into the age of three-dimensional design, but the original Star Fox gave us a glimpse of that 
polygonal future three years ahead of time! It was through the power of the nearly magical Super FX 
Chip - an extra processor housed inside the Star Fox cartridge - that such a visual feat was made 
possible on the 16-bit SNES console. And because the chip’s power only extended far enough to enable 
fairly simple polygons, the designers at Argonaut Games chose an appropriate subject matter to show it 
off: spaceships! Sharp angles and hard lines were a perfect fit for representing heroic starfighters and 
the enemy vessels they did battle with in space, and so the Star Fox series was born. 


THEN & NOW: 


As Fox, Falco, Slippy and Peppy prepare to take flight and save the Lylat System 


once again, let's take a look back at how their adventures have evolved over time. 


THE STORY OF star Fox began prior to 
the release of a Japan-only 1992 Game 
Boy title simply known as "X." Argonaut 
Software approached Nintendo with an 
interest in developing games, showing 
them what they could do with 3D visuals 
on the company's hit 8-bit, four-color 
handheld device. Impressed by their 
prowess, Nintendo soon began collabo- 
rating with Argonaut to develop a new 
cartridge-based microchip for the Super 
Nintendo Entertainment System that 
could push more powerful 3D visuals 
than the system was capable of on its 
own. 

The fruits of their efforts came in 1993 
with the release of Star Fox (Star Wing in 
Europe), the first fully-3D polygonal video 
game for the Super NES, powered by the 
Super FX Chip. The game itself took the 
form of an on-rails shooter not unlike 
Gradius or Star Soldier, but from a rear- 
view 3D perspective that carried players 
"into" the screen. Inspired by a combina- 
tion of Japanese folklore and the puppets 
of the Thunderbirds television show, the 
story followed Fox McCloud and his 
ragtag band of mercenaries as they were 
hired by the Cornerian army to use their 
SFX Arwing fighters to take on the 
invading forces of Andross through one 
of three courses charted through the 
Lylat System on their way to the enemy 
stronghold on Venom. 

To help commemorate the release, 
Nintendo held the Super Star Fox 
Weekend/Star Wing Challenge, where 
participants competed for the best 
scores in altered stages and an exclusive 
bonus stage. 2,000 copies of the compe- 
tition version cartridge were made, and 
they're now sought-after items for collec- 
tors after being sold in Nintendo Power's 
Super Power Supplies catalog. 

The advent of the Super FX Chip led to 
more 3D releases for the Super NES – 
including Stunt Race FX and Vortex – and 
was eventually succeeded by the Super 
FX 2 Chip used in Doom and Super Mario 
World 2: Yoshi's Island. Another title that 
was to make use of the technology was 
Star Fox 2, the sequel to the original. 
According to programmer Dylan 
Cuthbert, however, it was shelved near 
completion due to Nintendo wishing to 
have a clean break between the 3D 
games of the Super NES and those of the 
3D-driven Nintendo 64 - not knowing 
that the latter would take far longer to 
come out than anticipated. 

Elements of the abandoned sequel 
would show up in subsequent install- 
ments for years to come. The rival Star 
Wolf team, for example, appeared in Star 


Fox 64 (Lylat Wars in Europe) in 1997. 
This reboot retold the story of the 
Corneria/Andross conflict, adding 
numerous new characters, new gameplay 
elements such as All-Range Mode and 
vehicles like the Landmaster tank and 
Blue-Marine submarine, all while retain- 
ing the core gameplay that helped make 
the original a hit. Plus, it came with the 
Rumble Pak, an accessory that plugged 
into the Nintendo 64 controller's 
memory cartridge slot, kicking off the 
force-feedback frenzy that has become 
an industry standard today. 

Fox and friends then returned years 
later under a new set of stewards at 
Rare, in what was originally planned to 
be a decidedly non-Star Fox game for the 
Nintendo 64 titled Dinosaur Planet. 
However, upon seeing a strong resem- 
blance between Dinosaur Planet's 
anthropomorphic fox protagonist, Sabre, 
and the leader of the Star Fox team, 
Shigeru Miyamoto put forth the idea of 
turning the title into a new entry in 
Nintendo's spacefaring series - an idea 
met begrudgingly at first, but more 
openly as its potential was realized. 

The final version of Star Fox 
Adventures, released in 2002 for the 
GameCube, saw a significant shift from 
the series' relatively short status quo. 
Though there were some brief portions 
that called back to the style of the 
previous games, Fox's adventure on 
Dinosaur Planet (a.k.a. "Sauria" in later 
games) took the form of an open-world 
quest not unlike Ocarina of Time, albeit 
with Rare's penchant for collectathon 
gameplay on full display. Throughout his 
journey to topple General Scales, Fox 
would ally himself with Rare's other origi- 
nally planned protagonists for the game, 
Prince Tricky and future Star Fox team 
member/love interest Krystal. 

Fans of the Star Fox series then found 
themselves faced with a much shorter 
wait for a sequel than in years prior 
when Star Fox Assault arrived on the 
GameCube in 2005. Developed by Namco, 
Assault is believed to have been part of a 
multiplatform plan that would have 
included an arcade version, similar to 
Sega’s work on F-Zero GX/AX. Star Fox 
Assault split its gameplay focus across 
three styles of mission - flying the 
Arwing, driving the Landmaster and 
adventuring on foot — as the Star Fox 
team united to take on Andross’ nephew, 
Andrew Oikonny, before being faced with 
the invasion of a new foe, the Aparoids. 

Star Fox Command was something of 
a homecoming for the franchise, as it 
returned to the hands of Dylan Cuthbert 


of Q-Games for an all-Arwing/space 
fighter game for the Nintendo DS in 
2006. Controlled entirely by the 
touchscreen, Command dug up 
some of the ideas from Cuthbert's 
last attempt at a Star Fox game, 
including multiple playable charac- 
ters (each with their own craft) and 
turn-based strategy elements. 

Command also featured a 
number of different pathways 
players could embark upon, leading 
to numerous different endings – 
many of which seem to carry a 
sense of finality to them. In an interview 
with IGN, producer Takaya Imamura even 
went so far as to say that the storyline 
"ends here." That would indeed seem to 
be the case, as Nintendo didn't revisit the 
series again until 2011 for a remake of 
Star Fox 64 for the Nintendo 3DS titled — 
fittingly enough - Star Fox 64 3D. 

More recently, of course, Nintendo has 
announced another reboot for the series 
in the Platinum Games co-developed Star 
Fox Zero for the Wii U, now planned to 
launch on April 22, 2016. At least, it 
appears to be a reboot - Nintendo and 
Shigeru Miyamoto have been cagey 
about its status, denying that it is a 
prequel, a sequel or a "strict remake," 
hence the word "Zero" in the title. 

Whatever it is, it continues the tradi- 
tion of blending old elements (the aban- 
doned Arwing Walker mode from Star 
Fox 2) with new (gyrocopters taxiing spy 
robots around), along with an all-new 
control scheme. It was originally due to 
be a holiday release, but Nintendo 
delayed it so that, according to 
Miyamoto, they can "polish the game a 
bit more so that players will be able to 
more smoothly grasp the new style of 
play that we are proposing." - DAVID 
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HEROES WE 
NEVER KNEW 


The core Star Fox squad has 
always been Fox, Falco, Slippy 
and Peppy, though later games 

have added a few extras here 

and there. Star Fox 2 would 
have been the first to expand 
the roster, though, with the 
addition of the two female 
fighter pilots you see above: 
Miyu Lynx and Fay Spaniel. The 
characters have never been 
used directly since, though it's 
assumed that Katt in Star Fox 
64 was inspired by the feline 
Miyu (seeing as how she was 
created just a few years 
earlier). 


PLAYING IT 
TODAY 


Star Fox 2 was never released 
commercially, but that didn't 
stop enterprising fans from 
making it available to the 
world anyway! A nearly done 
beta build leaked to the 
Internet years ago, and fan 
programmers took it the rest 
of the way - even giving it an 
English translation in the 
process. Do a little research 
with your search engine of 
choice and see for yourself! 


IN THE VIDEO game industry, a lot of great ideas, projects 
and even full games end up getting scrapped before they can 
ever see the light of day. Most of them are left to languish in 
obscurity, with little ever known about them – if they even 
reach the public's eye at all. One of the highest-profile and 
possibly greatest to get taken out behind the woodshed after 
becoming known to Power Players the world over is none 
other than the direct sequel to the original Super Nintendo 
Entertainment System classic, Star Fox. 

Before Nintendo opted to reboot the series in what may be 
record time with Star Fox 64, the original plan was to join 
forces once again with Argonaut Software and employ the 
even more powerful Super FX 2 Chip to create an experience 
light years beyond the original. Thanks to the new chip, what 
was then scheduled to be the 1995 release of Star Fox 2 would 
enjoy better graphics and greater gameplay options. 

Following the defeat of Andross' army in the original, the 
antagonistic ape has returned to the Lylat System and is bent 
on revenge, launching an all-out assault on Corneria. It's once 
again up to the heroic Star Fox team to save the day, but with 
new members in their ranks. Joining Fox, Falco, Slippy and 
Peppy were to be new teammates Miyu and Fay (see sidebar). 
However, the Star Fox team weren't the only ones who went 
on a recruitment drive — Andross secured the services of the 
rival Star Wolf team to keep our heroes busy! 

At its core, the gameplay of Star Fox 2 was very much like 
its predecessor, with players taking control of their spacecraft 
with a behind-the-ship view to fire away at enemies - but for 
the most part, that's where the similarities end. Three differ- 
ent styles of fighter craft were spread across the six pilots, 
each with its own stats and the ability to turn into an armed 
walking mech. Flight would no longer be restricted to an 
on-rails corridor, with full 360 degree maneuverability 
allowed within the confines of certain areas. 

These segments would be accessed from a map of the Lylat 
System, which set the stage for a strategy-based campaign. 
The team would need to use their proto-Great Fox mothership 
to help attack space fleets and armadas while defending 
Corneria from missile and enemy attacks, weakening Andross' 
forces before setting their sights on the enemy headquarters 
on Venom. 

And if all that wasn't enough, Star Fox 2 would have earned 
the number in its name by providing a two-player split-screen 
"duel" mode. 

unfortunately, as good as this all sounds, it was simply not 
to be. Various elements have made their way into other 
installments over the years - the fully 3D All-Range Mode was 
adopted by Star Fox 64, Star Fox Command inherited the stra- 
tegic ship deployment segments and the upcoming Star Fox 
Zero is finally making the Arwing Walker a reality — but 
Nintendo seems largely content not to revisit past glory any 
further. Much like the original Star Fox that did see release, 
the nearly completed Star Fox 2 seems fated not to see the 
light of day on even the Virtual Console. 

Asked about it specifically, designer Takaya Imamura told 
IGN it would "probably not" happen, with programmer Dylan 
Cuthbert stating that "legal concerns" with the now-defunct 
Argonaut Software were the likely culprit. - LUCAS 


THE UNRELEASED 


Two decades ago, Nintendo completed the first Star Fox sequel - then it never went 
on sale. Now, take a look back with us at the outer space epic that might have been! 
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BETA64 VIDEO FEATURE! 


Want to go deeper in exploring the history of this long- 
lost Star Fox sequel? A YouTuber by the name of 
Beta64 specializes in digging into the hidden stories of 
games just like this one, and we got in touch to request 
that he make a Star Fox 2 video to launch in advance of 
this issue's release! See the game in motion and learn 
all about each of its five (!) different betas by visiting 
youtube.com/user/Beta64Channel – and then see 


our interview with him on Page 80! 


CHARACTER PROFILE 


He's been kicked around, shoved aside and dismissed as the 
least important member of the Star Fox team for over 20 
years. But Slippy Toad's not just dinking around! He serves 


an invaluable function! He's a capable amphibian ally, ЕИ 9а ГИ. GET НІМ -- 
honest! Sure, you might feel like sending some friendly fire m RIEEITU 
his way from time to time . . . but really, he's not such a 
y ш z FIRST APPEARANCE 

screw-up after all. Let’s celebrate Slippy’s stellar career! STAR FOX (1993) 

There he is, in his heroic first appearance When the series continued on the N64, Even the unluckiest, most unappreciated 

on the title screen of the first Star Fox. He Slippy demonstrated his mechanical toads can be lucky in love, though. Slippy 

looks like a focused warrior, no doubt. prowess with the all-new Blue-Marine. met and married the lovely Amanda! 


PUSH START 


Now, we await his portrayal in the next 
sequel. Will it be Slippy’s time to shine, or 
will he just get kicked around again? 


In-game, though, he proves to be less Unimpressed with the toad's efforts in Slippy was eventually pulled from active 
than reliable. He analyzes enemy shields, designing and building a fully functional flight duty after Fox spent more time 
sure, but gets in trouble far too often. war sub, though, Falco still ridiculed him. saving him than saving Corneria. 


Family then became 
an even stronger 
theme for Slippy the 
following year, as 
one of the possible 
An entire fleet was destroyed endings in Command 

by a sole Aparoid. showed him as a 
father himself, to 
several young sons 
and daughters. 
Eventually Slippy 
became a grandpa, 


Beltino 


5кір (77) QUIT BRIEFING еі 


Slippy was established as а slip-up in the first Star Slippy's role only expanded as the series continued, regaling his grand- 
Fox in 1993, but it wasn't until the fully voice- though - and interestingly for a series that often kids with tales of his 
acted sequel that fans of the franchise truly focuses on Fox's missing father, Slippy's dad Beltino glory days as a pilot 
divided into "love him" or "hate him" camps. was introduced to work side-by-side with his son. with Team Star Fox. 


BY LUCAS M. THOMAS 
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SLIPPY TOAD’S SUPER 
MARIO MAKER ADVENTURES 


Slippy may never be given a true headlining role of his very own, but thanks to 
his appearance as one of the easily unlockable extra costumes for Mario in Super 
Mario Maker, there are several hardworking level designers working to cast him 
in several all-new adventures! The first prominent Slippy-focused level to emerge 
was, well, "Choose Your Torture Slippy!!" — it creatively forces you to take damage 
over and over again, each time re-equipping Mario with the Slippy costume to 
ensure that the toad is the one being dealt the insulting blows. "Slippy Toad’s 
Slippy Road" riffs on his name by sending our hero through a level built with 
low-traction Ice Blocks — a truly slippy experience. And then there's my favorite, 
"Star Frogger." It's an elaborately realized re-creation of the arcade classic 
Frogger's traffic-dodging gameplay, but with Slippy cast in the role of the frog 
trying to safely cross the street! Level codes are 02B5-0000-0028-8095, 
FFEC-0000-0034-5CB5 and 15B8-0000-003E-A985 if you want to try them out! 


WARP ZONE 


WHO DO YOU call for a case of "contagious fun 
and challenge"? According to the cover of the 
November/December 1990 issue of Nintendo 
Power, it would be none other than Dr. Mario, who 
appears in all his classic NP clay-modeled glory 
with a holiday smile for Power Players, promoting 
nine pages of tips and art for his new game inside. 

Other Nintendo Entertainment System coverage 
in this issue spotlighted Rare's Solar Jetman, 
Capcom's Little Nemo: The Dream Master and a 
whopping 21 pages on Konami's Castlevania III: 
Dracula's Curse, which also featured a map opposite 
a Mega Man 3 poster. Dr. Mario went on call on the 
Game Boy as well, alongside coverage of DuckTales, 
RoboCop and Play Action Football. Meanwhile, 
Howard and Nester joined up with Razor to get to 
the bottom of the goings-on at Maniac Mansion. 

A new feature premiered in this issue called 
"Now Playing," replacing Video Shorts in offering a 
brief look at titles "that will appeal to some game 
players but won't be covered by feature reviews." 
Thunderbirds and Street Fighter 2010: The Final 
Fight and were among the highlights, while a listing 
of the latest NES titles was presented on the 
opposite page, offering scores for Graphics and 
Sound, Challenge, Play Control and Theme & Fun. 
(Plus, the list of "Game Types" seems much more 
diverse than the genre titles we see today.) 

The Top 30 shaped up into a best-of for the NES, 
with Mega Man 2, Tetris, both Ninja Gaidens, Super 
Mario Bros. 2, both Zeldas and Teenage Mutant 
Ninja Turtles occupying the Top 10. However, 


Due out in the Fall of 1991 is Earth 
Bound, an epic adventure with 
game play like Final Fantasy, but 
set in the modern world. Baseball 
bats and psychic (PSI) powers take 
the place of swords and sorcery. 
The main character, a kid with la- 
tent PSI talents, searches for the 
truth behind the legend about a 
mysterious ancestor. Many things 


EARTH BOUND 


nothing compared to Super Mario Bros. 3 at #1, 
with nearly three times as many points as runner- 
up Final Fantasy. Super Mario Bros. 3 was also 
shown throughout other features in the magazine, 
sharing time with Crystalis and Tombs & Treasure in 
the Counselor's Corner and the likes of Ninja Gaiden 
II: The Dark Sword of Chaos, Ironsword: Wizards & 
Warriors Il, Tecmo Bowl and Double Dragon in 
Classified Information. 

Peeking into the near future, Pak Watch high- 


ISSUE #18: NOVEMBER/DECEMBER 1990 


lighted the point-and-click adventure of Déjà Vu, IN Husum 
the new hotness that was The Simpsons: Bart vs. N 

the Space Mutants from Acclaim (I said it was hot, к са > 
not that it was good), SimCity, Skate or Die 2 and its - A К 


snowbound cousin Ski or Die (with pics from the 
National Skateboard Association's "Back to the City 
Streetstyle and Freestyle Skateboard Competition"), 
StarTropics, some odd new heroes, a handful of 
sports games including WWF WrestleMania 
Challenge and a peek at Super Mario World for the 
Super Famicom from August's Shoshinkai licensee 
show in Tokyo. On top of all that, Mega Man 3 got 
an entire page to itself, revealing the new slide 
maneuver, Rush the robodog . . . and the twist 
ending. Whoops? 

The NES Journal disappeared, but some of its 
features remained, such as the Celebrity Profile 
interview with sitcom star Kadeem Hardison and 
two pages highlighting finalists for the 1990 
Nintendo World Championships. Finally, speaking of 
championships, this issue's Player's Poll prize was a 
trip to Super Bowl XXV! - DAVID 


` Leads to Super Bowl 


D 


will hinder the lad's quest, includ- 
ing poltergeists, giant rats and 
crazy hippies. Earth Bound (which 
was released as "Mother" in 
Japan) features a giant world to 
explore and tons of puzzles to 
solve, all with a touch of humor. 
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Weapons, spells, friends, foe 
~ maps lead to victory! 


LEGENDARY TOME 


Following several months and several issues, 


A GLIMPSE AT WHAT MIGHT HAVE BEEN 


NEStled between previews of Super Mario World, StarTropics and SimCity in this issue's Pak 
Watch was one game that would come out just a bit after all of those were released - actually, 
almost 25 years after! "Earth Bound" (now known as EarthBound Beginnings) was first teased to 
Nintendo Power readers in this issue as a role-playing game scheduled to come out in the Fall of 
1991. It was "an epic adventure with game play like Final Fantasy, but set in the modern world." 
The main character went unnamed, but the blurb went on to describe how baseball bats and 
psychic powers take the place of swords and sorcery as you fight ghosts, giant rats and hippies, 
and even referenced its name in Japan: "Mother." In an amusing, perhaps even tragic twist, the 
issue also said the game was coming soon, "barring any last minute change of plans." 


Nintendo Power's coverage of the original Final 
Fantasy culminated іп the magazine's 17th issue – a 
Strategy Guide dedicated in its entirety to what was 

then Square's ultimate endeavor for the NES. This 
84-page tome featured tips, maps, tables and 
original art throughout, as well as excerpts telling 
the stories of the characters encountered on your 
journey from Castle Coneria all the way to the 
climactic clash with Chaos. Of course, as with any NP 
guide from this era, the details of the final encounter 
itself were kept a spoiler-free secret. 


COMIC BREAK 
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WARP ZONE 


* LOADING DESTINATION * 


That means | get to go 


on an adventure with - 


COMIC BREAK 


INIERVIEW 


LAU KORSGAARD & NIFFLAS 
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NF: How did you both get started in 
game development? 

І developed games on the 
side of my regular job and released 
them for free. One day, my games 
became popular enough that it was 
reasonable to ask myself whether I 
could actually sell one. 

Around six years ago I finished 
my master's degree at IT University of 
Copenhagen. During my years at the 
university, we had formed a loose 
network of people interested in col- 
laborating and making weird physical 
games - we called it the Copenhagen 
Game Collective. It was actually 
through that collective | made my first 
project with Nifflas. We released a 
game called Brutally Unfair Tactics 
Totally OK Now (B.U.T.T.O.N.), and 
Nifflas made all the whimsical audio 
for the game. 


How did your most recent collabora- 
tion - on Affordable Space 
Adventures - come about? 

I’ve been friends with some 
people at KnapNok for years, so when 
had just finished Knytt Underground 
at about the same time as KnapNok 
finished Spin the Bottle, it seemed like 
a good moment to do something 
ogether. І already had an idea since 
before that | pitched to KnapNok. They 
really liked it, and together we created 
a prototype and pitched the idea to 
he members of the Danish Film 
nstitute, who gave us their support. 

Yeah, that's pretty much the 
story. We were hanging around in the 
KnapNok offices playing Nintendo 
Land when Nifflas explained that he 
knew exactly what game he wanted to 
make for the Wii U if he had the 
chance. The rest is history! 


What do you like the most about 
each other's prior games? 

KnapNok is one of the best 
game companies I know at thinking 
outside the box - or more precisely, 
what goes on outside the computer/ 
TV screen. I’ve always loved their 
crazy inventions, and Affordable 
Space Adventures could never have 
existed as we know it without their 
expertise in this area. 

Nifflas has a very special ability 
to create extremely atmospheric, 
moody and mystical worlds that are 
infused with very elegant puzzle 
designs. 


How did you come up with the idea 
for Affordable Space Adventures? 
Earlier in the development 
of Knytt Underground, I'd been shown 
images of the insane Steel Battalion 
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custom controller for the original 
Xbox, and I thought it'd be so amazing 
to develop a vehicle-oriented game 
with that kind of complexity. | don't 
allow myself to keep brainstorming on 
an idea that just can't happen, though 
– and building a custom controller for 
a commercial game didn't seem like 
an option. 


Luckily, the Wii U was announced at 


about the same time, and | made the 
connection that the touchscreen may 
actually make such a game realistic, 
even for an indie team. So, | kept 
brainstorming. I’ve still never played 
Steel Battalion and don't really know 
what it's like, but Affordable Space 
Adventures is definitely inspired by 
what I think it, uhm, maybe is like? 

One curious detail is that the 
game was originally conceptualized as 
asingle-player game only. It was only 
later in development that we realized 
that making this a co-op game was 
dead easy, as we just distributed the 
controls over multiple controllers. It 
worked quite well! 


What was the development process 


like? Did you have strictly separate 
roles on the development team, or 
did your work overlap? 

Sometimes, the smaller an 
indie team gets, the more hats each 
person needs to wear. Many in the 
team for Affordable Space Adventures 
would wear several hats. I'd be direct- 
ing, doing level design, doing sound. | 
even had to learn some 3D modeling! 

But our roles would often overlap. 
I'd, for example, brush up someone's 
levels while someone better at 
graphics than me would brush up my 
3D models. Each of us could often 
improve on someone else's work. It 
was a bit chaotic, maybe - but we 
created something we could only have 
created together. 

KnapNok Games and Nifflas’ 
Games are two very different entities. 
Nifflas is a one-man army, capable of 
doing everything in a game produc- 
tion; at KnapNok Games we have a 
small team of more specialized 
people. The process was very much 
built up around us making frameworks 
and assets, enabling Nifflas to 
complete his work as efficiently as 


possible, while doing his first 3D game 
and working in a (to him) completely 
new engine. We kind of had a five/six- 
man team, trying to keep up with 
Nifflas' speed. Most of the time we 
succeeded, but from time to time, 
Nifflas had to take a week's break in 
order for us to catch up with him. 


What are the best and worst parts of 
designing a game that is a truly dual- 
screen experience? 

The worst part is that 
there's no practical way to make it 
cross-platform — but then, the best 
part is that it can be a unique game 
that can only be enjoyed fully on one 
platform. Maybe the best and worst 
part is exactly the same thing in this 
case! 

One of the things I really like 
about our dual-screen interface is that 
you hold a tangible part of the game's 
fiction in your hand. We actually 
imagine that the Small Craft – the 
spaceship of the player/pilot — is con- 
trolled with a device that looks much 
like a GamePad. This is a very differ- 
ent feeling than the typical immersion 
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that many video games strive to 
create. In order to create immersion 
you want the players to forget the 
controller and the world around them 
- but in Affordable Space Adventures, 
the controller and the other people 
you're playing with are part of the 
fiction. We constantly push people's 
attention away from the TV. 


What has it been like working with 
Nintendo? 

І haven't been doing 
business stuff with Nintendo person- 
ally, but I've met with many of them 


for conferences and promotion events. 


The people I have met at Nintendo so 
far have been great. 

Nintendo is a really great orga- 
nization to work with. They naturally 
want good stuff on their platform that 
shows the uniqueness of the Wii U 
hardware, so they've been helping us 
in all sorts of ways. (We're hoping to 
leverage that goodwill to make some- 
thing bigger with them, but that's a 
totally different story.) 


Was there anything you learned from 


the release of Affordable Space 
Adventures that informed how you 
approached the game's new DLC? 
Nope! The new DLC is 

essentially a bunch of challenges that I 
really liked, but were too unreason- 
ably hard or weird to go into the main 
game. I really like puzzles that force 
the player to think not only outside 
the box, but outside the other box that 
someone had put the first box inside. 
Those are also the types of puzzles 
that often just can't make it into a 
main game, then I feel really sad they 
got left out. | have a tendency to find 
puzzle games a bit too easy and wish 
more games did this as well! 

We released the game at a 
rather high price. I think we wanted to 
give our fans something nice for free, 


as a thank you for supporting us. 


What are some of the things that 
make Affordable Space Adventures 
special that are hard to communi- 
cate through screenshots and other 
conventional marketing efforts? 
Definitely the multiplayer 
interaction in the living room, where 
people will yell things like, "I can't 
control the ship! Increase the stabi- 
lizer!" like in Star Trek. A trailer can 
kind of show moments like that, but 
it's much better when you play it. 
Yeah, showing two screens in 
one screenshot is awkward, especially 
if one of the screens is just full of 
buttons and sliders. It is really hard to 
communicate the relationship 
between things and how this feels in 
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Tourit exploration package | 


static pictures. Videos and Let’s Plays 
are an option, but that requires a 
special camera setup — because 
ideally you want to show what's going 
on on the TV, on the GamePad and 
between the players, all at the same 
time! 


If you could take the reins of any 
Nintendo franchise and create its 
next sequel, which would it be and 
what would you do with it? 

I'd take on Super Mario, 
but only as a secret area designer. The 
secret areas in all the Mario games up 
to World were truly secret, with no 
proper indicator of what had been 
missed if you skipped over them. That 
quality's been lost in newer Mario 
games, where you know you always 
have to collect X number of Y items in 
every level. Today, Mario secrets sadly 
seem to appeal more to completion- 
ists than explorers. 

Also, I think the Nintendo prin- 
cesses must be a bit tired of being 
rescued at this point. | think Zelda 
deserves to finally be the protagonist 
of the games that are, after all, named 
after her! 

No doubt: WarioWare. | would 
pick up where Smooth Moves left off 
and just do streams of wacky mini- 
challenges that required you to move 
your body in weird ways. There’s so 
much fun stuff to do with the 
GamePad that we haven't done yet! 


Finally, if you could have any super 
power, what would it be? 

The ability to transform 
any object into any other object worth 
less money within the economy of the 
country where | am currently located. 
That, or the ability to travel nine 
seconds back in time (the power has a 
10-second recharge time). Maybe | 
could wish for a better power, but | 
don’t think such a power would be 
very realistic. 

Traveling nine seconds back in 
time with a 10-second cooldown 
seems totally broken. Keep on doing it 
and you would, at any given time, 
have ten clones of yourself running 
around - all just existing for 10 
Seconds! 

I think | would choose the ability to 
shift the direction of gravity, but in 
such a way that only | would be 
affected personally. | guess it would 
kind of work like flight, but instead of 
controlled cruising around, | would be 
chaotically falling in any direction 1 
wanted to! I guess with some training 
and constant direction switches I 
could somehow learn to control it 
before dying, but I’m not sure. 
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COMIC BREAK 


I am President Lincoln, and I 
want YOU to aid Code Name: 
S.T.E.A.M. in our fight against 
the monster menace. Welcome 
aboard, Ike of the Greil 
Mercenaries. 


Sweet Lehran's 
medallion! 
WHAT is 
THAT!? 
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Um... That's great, but you've got 
the wrong guy. Ike and Lucina got 
held up in Onett. They're fighting 
Jigglypuff and Charizard, and it's 
taking longer than they thought. 


I am NOT a steel driving 
тап! person! 


im " 5 


(A robot that Scott 
Joplin built?) 


BY CHARLES WORK - TO SEE MORE, VISIT PPL-COMICS.COM AND CHARLESWORKPPLBLOGSPOT.COM 


Confound it! І had no idea Ike wouldn't be 
available. 


If you wanted him, you 
should have made a 
reservation ahead of 

time. 


Well, YOU 
obviously 
have some 
combat 
experience, 
So... Let me 
introduce 
you to the 
team. 


I keep telling you, 
you've got the wrong 


WHAT!? This world you've 

brought me into is completely 

CRAZY, and I’m pretty sure those 

last three guys aren't actually on 
our team. | want OUT! 


We also have a 
giant robot 
that looks like 
ME! 


Oh, well in that 
case... 
I want IN! 
So, what are we up 
against? Eldritch ice 
monsters? 


No, I'm afraid 
it's MUCH 
worse... 


WY 
Those AREN'T 
COMPATIBLE! 


Heh, heh! You can't 
process figures of 
this magnitude! 


~~ As 2015 comes to an end, the 
- true Wars will not be fought 
|. amongtheStars...butin - 
the toy stores. Four toys- 
. to-life franchises are all. 
‘now vying for your gift- — 
buying holiday budget, | К 
. andwevegotreviewsof — - 
. them all – from the new 
. additions to Disney ` 
. Infinity 3-0 ғо Һе. | 
-latest Skylanders | 
sequel; fromthe — 
new contender | 
LEGO Dimensions | 
. to Nintendo’s first » 
© amiibo-required | 
game. Read on, - 
then choose 
wisely! 
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A Blast Back into Star Wars’ Past 


DISNEY INFINITY 3.0: RISE AGAINST THE EMPIRE 


AH, THE ORIGINAL Star Wars 
trilogy. Even though | was late to the 
party, they’re a set of movies that hold 
up incredibly well. | have seen them 
all dozens of times, and will likely 
rewatch them all once again before 
the new film comes out. They never 
get old! And that enduring appeal is 
what made me excited for the Rise 
Against the Empire Play Set. If this 
game could truly deliver on the feel of 
the classic trilogy, it would be the 
perfect way to introduce my young 
cousins to the universe. The game 
delivers on that front in quite a few 
ways — but it’s not perfect as a whole. 
To begin with, it messes with the 
timeline of events somewhat. This is 
expected, considering this is a piece of 
interactive entertainment, but the lib- 
erties taken аге... interesting. A 
good example is how Han, Chewie, 
Leia and Luke are already together 
when this ride starts, and that makes 
the way their conversations are struc- 
tured feel very different. The classic "I 
am your father" scene takes place in a 
completely different part of the story, 
and the whole progression has been 
changed to make it very kid friendly. 
That's not to say that I'm against 
the idea of changing things for a 
younger audience. These movies are 


ШИ PUBLISHER: DISNEY INTERACTIVE 
WiüU 


DEVELOPERS: AVALANCHE 
SOFTWARE & NINJA THEORY 


all PG-rated affairs, while Disney 
Infinity's strictly G across the board, so 
some minor alterations are to be 
expected. It's just a little odd to see, 
though - the films' scenes are so 
ingrained that any small change would 
make me scream, "Wait, hold on a 
minute!" Like when Leia is there in 
person as R2-D2 gets dropped off at 
Obi-Wan Kenobi's place, taking out the 
purpose of the classic line, "Help me, 
Obi-Wan Kenobi, you're my only hope." 

It’s strange. The plot points аге 
there, and the story's still fun, but it 
isn't the perfect interactive interpreta- 
tion that | imagined it would be. A lot 
of the time, it feels like someone 
pressed the fast forward button on a 
TV remote. You get the gist of things, 
but in the end, some of the details are 
likely to get lost on you. 

Regular Disney Infinity players 
might be wondering about other 
things. Like, is the Play Set's gameplay 
actually fun? The answer is a big, 
resounding yes. While the "Best of" 
concept of selecting playable scenes 
does some damage, it also does a lot 
of great things in the process. One of 
my favorite scenes is Empire Strikes 
Back's Battle of Hoth, and it's perfect 
in this Play Set. You fly around, throw 
a горе around the metal monstrosi- 
ties' feet and see the Empire's plans 
crumble to the ground. Another 
fantastic moment pops up in the 
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Death Star trench run, which made me 
not only think of the movies, but the 
classic arcade Star Wars game as well. 
Next to the story-driven missions, 
this Play Set features three different 
hub worlds with various side missions 
to keep yourself entertained. There 
are some bland ones in there, but 
elements like the racing and battles 
keep it from growing stale overall, 
which is a big plus. | would say that 
there's a bit less variety in the combat 
with Rise Against the Empire, but | can 
give that somewhat of a pass, consid- 
ering the material they're working 
with: you're fighting a lot 
more with blasters here 
than in the prequel 
trilogy's era, and it 
feels surprisingly 
satisfying! 


Rise Against the Empire mixes the 
cartoony feel of Disney Infinity so well 
with the classic Star Wars. The 
vehicles, characters and setpieces 
look impressive, and that's what made 
me want to complete the entire 
campaign. The sound design made it 
feel like that Star Wars interactive 
experience I've always wanted too! 

Rise Against the Empire's gameplay 
is a big success, but if | wanted to 
introduce someone to Star Wars, I 
would simply watch the movies with 
them. This is purely for the fans who 
want to see a more child-friendly take 
on the whole thing. It's a great idea on 
paper, but it makes the original side 
story told in Twilight of the Republic 
that much better in comparison. That 
being said, if you look at it purely as 
an add-on extra Play Set, which it is, 
it's a ton of fun. - DAAN 


Disney’ 


DISNEY INFINITY’S 

ALWAYS had effective yet simple 
combat mechanics. With only two 
buttons, players would get some 
crazy good combos during their 
journeys, which always stopped it 
from growing stale. But what would 
happen if combat was the pure focus 
of a Toy Box Expansion Game? This is 
where Toy Box Takeover comes into 
the picture. This smaller game - that 
can be purchased as an add-on for 
3.0 - brings the best and worst of 
Disney Infinity together into one 
cohesive package. 

Unsurprisingly, Toy Box Takeover 
has a story to tell. Mickey Mouse 
gathers all of his friends from the 
Disney Infinity universe for a party, 
and Syndrome comes along for the 
ride as well. The villain of The 
Incredibles is not particularly happy, 
considering no one really seems to 
want him there. This makes him 
want to steal Mickey’s magical wand 
and cause some chaos for the 
heroes present. He creates worlds 
similar to those of Disney, Marvel 
and Star Wars, and this is where you 
come into the picture. It’s your task 
0 stop whatever Syndrome is doing 
and make him pay dearly for using 
magic that isn't his! 

This expansion game seems to 
ake a lot of inspiration from games 
ike Diablo, for a couple of reasons. 
Above all, you're playing the game 
from an isometric viewpoint, which 
is unseen anywhere else in Disney 
nfinity. Next to that, there's a bigger 
focus on upgrading your characters 
quickly and finding all sorts of 
goodies scattered across the land- 
scape. You'll always be traveling 
with a Toybox sidekick, who are 
small fellows that always follow you 
around. By finding loot, you can 
upgrade your sidekick with new hats 
and weapons, so that he/she can be 


s Diablo 


DISNEY INFINITY 3.0: 
TOY BOX TAKEOVER 


more of a help in combat. Next to 
this, you can play it with up to four 
people online, so it has the pure feel 
of a Diablo-esque game. 

Is that a bad thing? Absolutely 
not! | would say that the way the 
game is set up is really enjoyable. 
You're allowed to play as any char- 
acter you want and can swap them 
on the fly, so it won't become 
annoying after a while. There are a 
crazy amount of enemies to fight 
and each world ends with an epic 
boss fight to test your reaction skills. 

The problem is that there are just 
five worlds to complete, which won't 
last you that long. There is an option 
to complete them on higher difficul- 
ties, but I don't appreciate that they 
tried to extend the experience in 
such a simple, uncreative way. 

Luckily, there are some smaller 
challenge levels in the Hero 
Destroyer, and this is where the truly 
meaty experience can be found. The 
levels are randomly generated with 
bosses that are unique to this mode. 
The setpieces are obviously not as 
fantastic, but situations there con- 
stantly change, keeping you on your 
toes. 

Toy Box Takeover is just fine. With 
a constant stream of enemies to 
fight and loot to find, it's a neat little 
adventure. The five worlds are nicely 
designed and detailed, which makes 
it almost a shame that they didn't do 
more. With just a few hours on the 
counter, don't expect a lot of replay 
value. But | do ap- 
preciate the 
bold steps that 
they've taken 
with this 
add-on game! 

- DAAN 


Crossover Kart 


DISNEY INFINITY 3.0: TOY BOX SPEEDWAY 


THE DRIVING IN Disney Infinity 
has never been great. The controls 
have always felt clunky, and it's just 
been hard to get a good handle on 
any vehicle at all. So when it was 
announced that Sumo Digital would 
take the reins for this part of Disney 
Infinity 3.0, my interest was incred- 
ibly piqued. | adore what they did 
with Sonic & Sega All-Stars Racing 
Transformed in 2012, and it’s one of 
my favorite kart racers to date. 
While this Toy Box Speedway expan- 
sion game is smaller in scope, the 
same developers still showcase why 
they’re the best in the industry. 

Unlike all of the other Disney 
Infinity add-on games, Toy Box 
Speedway doesn’t really have a 
story. There’s a cute cutscene that 
will introduce you to the race, but 
that’s really it. That feels like a bit of 
a bummer, but luckily story’s never 
much mattered for racers. 

What makes the package directly 
striking are the nine tracks included. 
They are Sugar Rush (from Wreck-It 
Ralph), Gravity Falls, Halloween 
Town, Marvel's Knowhere, Agrabah, 
Tatooine, Frozen, San Fransokyo 
(from Big Hero 6) and Monsters Inc. 
They all have great setpieces; not a 
single one is simply a dud. Unlike 
custom-made Disney Infinity tracks, 
Toy Box Speedway clearly knows its 
boundaries. They're designed with 
driving for maximum fun in mind, 
and every one of the nine achieves 
that goal. (This made me wish so 
badly that there were even more, 
but that's sadly not the case.) 

Luckily, there js more than your 
standard racing across these tracks. 
There are three Grand Prix options, 
in which you can take on an array of 
CPU opponents. You might be fooled 
into thinking that this would be an 


easy ride, considering Disney 
Infinity’s meant for kids – but the 
А.І. is brutal in the higher difficulties 
and will challenge even the most 
dedicated racing game players. 

Speaking of dedication, the game 
offers a Time Trial mode, in which 
you can compare your scores with 
your friends’. In typical kart racer 
fashion, there's also a Combat mode, 
in which you try to best your oppo- 
nents with a variety of weapons. 
Local and online play are also in 
here, so that you can play with your 
friends and family, even from the 
other side of the planet. 

With all of these different options 
included, Toy Box Speedway makes 
the case for itself as an expansion 
game that you'd actually return to 
again and again - unlike many of 
Disney Infinity's other add-ons, 
which you'd most likely shelve 
forever after finishing their main 
campaigns. 

If there's a knock against it, Га 
say that it took a while to get a full 
handle on the controls. Newcomers 
- or players who've not played 
Sumo Digital's past racers - will 
need a while to adjust, as the 
motions never feel as instantly 
understandable as Mario Kart's. 
(They aren't bad by any stretch, but 
do expect that you'll bump into walls 
when you're just starting out.) Once 
you find that sweet spot, you really 
don't want to go back! 

Toy Box Speedway is an expan- 
sion done right. It adds new flavor to 
the world of Disney 
Infinity and adds 
extra value for 
everyone in 
your home. 

Play it with 
family! - DAAN 
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А Great New Point of Entry 


IT'S МОТ 
UNREASONABLE 
to imagine that for a lot of Nintendo 
gamers, Skylanders SuperChargers 
might be their first point of entry for 
the series - and it all comes down to 
one thing: amiibo. 

More specifically, it comes down to 
the Wii U, Wii and Nintendo 3DS- 
exclusive inclusion of Donkey Kong 
(who comes with the Wii U version) 
and Bowser, whose figures incidentally 


serve a double purpose as amiibo, 
making them compatible with any 
games that can read DK or Bowser 
data. But while that is a cool bonus, 
it's their role as playable Skylanders 
characters that is the true highlight 
for most fans here. 
As Turbo Charge Donkey Kong and 
Hammer Slam Bowser, the two have 
been given delightfully toyetic make- 
overs in the vein of so many 
other action figures 
(think Battle Armor 
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SKYLANDERS SUPERCHARGERS 


He-Man or Cyber Samurai Raphael) 
that help them fit into the Skylanders 
world. What's more, they feel like 
suitable audience surrogates for new- 
comers to the world of the Skylands, 
allowing players to act in the guise of 
familiar faces in an unfamiliar place. 

In that sense, it kind of feels like 
they're the stars of this show, even 
though - like past Skylanders games - 
who you're playing as doesn't feature 
specifically into the game's plot. 
Rather, cutscenes and the like focus 
on your companions, who also act as 
mouthpieces and keep the plot 
moving along, as any Skylander you 
choose (even going back to the origi- 
nals) can fill the role of hero here - or 
heroes, thanks to the drop-in/drop- 
out two-player co-op gameplay. 

Series villain Kaos has cut off the 
Skylands from the Portal Masters 
(that's you) as part of his latest 
scheme, but a distress call guides a 
new breed of hero to use their 
vehicles to come through and give 
their assistance. In addition to the 
series’ normal beat-'em-up and light 
platforming sequences, vehicles are 
now a part of the adventure, too. 

DK and Bowser feature moves that 
hark back to their respective histories, 
with DK able to throw barrels, pound 
on drums and even summon a pile of 
red construction beams to fall on 
foes, while Bowser summons Koopa 

Troopas and breathes fire. Some of 


these abilities, among others, come 
from purchasing upgrades, making 
them feel like much more than just 
flashes in the pan. 

While the Clown Cruiser plane 
comes with Bowser in the Wii/3DS 
game, the Wii U version features DK's 
Barrel Blaster, a neat little minecart 
with barrel wheels that can roll freely 
on most surfaces (though the DK 
figure doesn't fit in it). In the game, 
it's key to getting through some areas, 
and is the only vehicle required to get 
through the main game. That said, 
there are certain sidequests that 
require either an aerial or water- 
based vehicle. At least that's only two 
additional purchases necessary to 
access everything this time, unlike all 
the elements needed in past titles! 

What might prove to be a sticking 
point for some is that the land 
vehicles feature two control schemes. 
On longer stretches of track, it acts 
very much like a normal racing game 
- Mario Kart-esque, even. But then 
you get to arena sections - where you 
must perform a given task within an 
enclosed arena - and everything 
changes. Activision reps said kids got 
the hang of it easier than adults, but 
once I realized that it's just like con- 
trolling your regular characters (plus a 
gas pedal), | got the hang of it almost 
immediately. (In co-op, one player 
drives while the other mans the gun.) 

Activision keeps coming up with 
new ideas to keep Skylanders fresh, 
and SuperChargers is no different. 
With the inclusion of two Nintendo fan 
favorites in the mix, it also makes for 
an ideal jumping-on point for new- 
comers to the series. - DAVID 
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SKY SLICER 


DIVE BOMBER 


BURN CYCLE 


STEALTH STINGER JETSTREAM 


CRYPT CRUSHER 


WHATS IN THE GARAGE? 


As if the toys-to-life aisles in Toys Я Us and other brick-and-mortar stores 
weren't already overflowing enough, Activision just had to go and add a 
totally new category of Skylanders toys into the mix this year! The vehicles 
cover the bases of land, sea and air, and you'll want at least one of each type 
to be able to experience everything there is to see in the SuperChargers 
adventure. MSRP is $14.99 apiece for these, but sales are frequent. 


SEASHADOW 


INSIDE THE DARK EDITIONS 


OK, so let's try to get all of this straight. If you want the new hybrid amiibo/ 
Skylander Turbo Charge Donkey Kong figure, you've got to buy the Wii U 
Starter Pack for Skylanders SuperChargers. If you want to get Hammer Slam 
Bowser, you'll need to buy either the Wii or 3DS versions of the Skylanders 
SuperChargers Racing Starter Pack. But that's not all! Both characters һауе 
even-more-limited "Dark" versions that have been produced as well, so 10096 
completionists will also have to invest in separate purchases of the 
Skylanders SuperChargers Dark Edition Starter Pack for Wii U, and the 
Skylanders SuperChargers Racing Dark Edition Starter Pack for Wii. Whew! 
Good luck to you and your wallet if you're tracking all of these down! 


Start Your En 


UNLIKE PREVIOUS HANDHELD 
Skylanders adventures, Skylanders 
SuperChargers Racing is something a 
bit different. As you might have 
guessed from its title, it consists 
entirely of, well, racing. 

In truth, the game is more of a port 
of the racing portions of the Wii U title 
that were developed by Beenox, as 
porting the full game would've ranged 
from challenging to impossible, 
depending on who you ask. As such, it 
plays largely the same, albeit with 
more tracks and a different control 
scheme - that, and allowing you your 
choice of driver, which the Wii U 
version strangely prohibited me from 
doing (I could only use Spitfire, who 
isn't even available in the normal 
Nintendo versions - just the Dark 
Edition Starter Packs). 

Mario Kart is the de facto frame of 
reference for games such as this, and 
rightly so, but SuperChargers Racing 
holds its own distinctions, perhaps 
falling closer to Sonic & All-Stars 
Racing Transformed (not necessarily 
its 3DS version), minus the actual 
transforming part. For starters, there 
is naturally the series' signature 
ability to place different figures atop 
the included portal to use them in the 
game, and this of course extends to 
the variety of vehicles available as 
well. Fortunately, as in previous 
installments, the developers have had 
the foresight to allow you to store the 
data of toys scanned in by the portal 
in the game, allowing it to maintain a 
practical level of portability. 

Then there is the variety of vehicle 
types: While Mario Kart has added 
gliders and propellers for brief aerial 
and naval excursions, they aren't the 
same as controlling an actual plane or 
boat. The Nintendo 3DS and Wii 
versions come with Bowser and his 
Clown Cruiser plane (plus the Super 
Shot Stealth EIf included with all 
versions), but unlike the sidequests in 
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the Wii U 
version, that 
doesn't exclude 
you from partic- 
ipating in land and 
sea races. Pandergast, the 

host of these races, will kindly provide 
you with a non-upgradable loaner of 
sorts, though they're basically junkers 
compared to the finer upgradable 
racing machines available at a retail 
store near you. 

Progressing through the game's 
cups is very much like moving through 
the map in Sonic & All-Stars Racing 
Transformed, as you perform in races 
to win stars (one for completing in 
Easy, two for Normal and three for 
Hard), partake in challenges to win 
prizes and unlock progression-based 
gates that require a certain number of 
stars to pass. These maps also feature 
a variety of land, sea and air races to 
take part in, so you’re not stuck with a 
particular type. As you complete 
races, you'll also earn points and 
increase your vehicles' levels. 

Racing by air feels very much like 
Transformed's air segments or flying 
in Star Fox (but with a bit more 
turning), while sea races are also 
similar to that, or to Wave Race. Land 
feels like the place where the greatest 
divergence occurs with the vehicles' 
life meter and weapons meter; the 
former is how many hits you can take 
before spinning out, while the latter is 
how many times you can fire your 
weapon before waiting for a recharge. 

Land races also feature a jump 
button - a bonafide jump, rather than 
a short hop - needed to reach speed- 
boosting rings hanging in midair. 

For those seeking human oppo- 
nents, both online and local options 
are available (as opposed to the Wii 
U's online-only multiplayer racing), 
though I haven't had much luck lining 
up a race online. 

A lot of people are going to get this 
game just for the included Bowser 
amiibo figure, but there's still a solid 
racer underneath! - DAVID 
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Pop Culture Crossover Chaos 


LEGO DIMENSIONS 


THAT 
WARNER BROS., with its wealth of 
various comic book, television and 
movie properties, would follow rival 
Disney into the toys-to-life arena came 
as little surprise. Howthe company 
chose to do it, though? Could anyone 
have predicted not just the method, 
but the sheer scope? 

LEGO Dimensions is the company's 
- or perhaps companies’ - answer to 
the likes of Skylanders, Disney Infinity 
and amiibo, taking an impressive 
roster of licensed characters and 
properties and rendering them in 
LEGO form in a new game where 
everyone can meet up. From the three 
packed-in heroes of Batman, Gandalf 
from The Lord of the Rings and The 
LEGO Movie's Wyldstyle to the greater 
DC Universe, LEGO Ninjago and 
Legends of Chima, Scooby-Doo and 
even Midway Arcade, to properties not 
even affiliated with Warner Bros. such 
as Back to the Future, The Simpsons, 
Doctor Who, Ghostbusters, The Wizard 
of Oz and Jurassic World, it feels as 
though nothing is off-limits here. And 
with the promise of forward compat- 
ibility, plus the number of properties 
LEGO has touched, very little may be. 

The game itself, by and large, is 
standard LEGO fare. If you've played a 
LEGO game before, you know precisely 
what to expect from the gameplay, for 
good or for ill. From smashing the 
environment apart to rebuilding items 


to allow progress to the obtuseness of 
some puzzles (though some things, 
such as Wyldstyle's scanner, can be a 
big help there), this is indisputably a 
LEGO game through and through. 

Of course, that's just the foundation 
upon which the real appeal is built. As 
noted before, LEGO Dimensions 
features a ton of different characters 
and licenses, and as such, is absolutely 
rife with crossover potential. From 
Batman shuddering at the bright and 
colorful world of The Wizard of Oz 
(before cruising down the Yellow Brick 
Road in the Batmobile, if you so 
choose) to the Joker tearing apart the 
Springfield Nuclear Power Plant as 
part of a venture with Lord Business, 
all the types of mash-up fun that once 
only existed in your imagination (and 
LEGO toy box) are made real here. 
Even the scene with the serious LEGO 
Batman meeting the faux-angsty LEGO 
Movie Batman alone is priceless (but 
rest assured, they managed to find 
one). 

It's not just a crossover for the sake 
of crossing over, however. (Well, it is, 
but there's a story to make more 
sense of it than just Bruce Wayne and 
Gandalf being neighbors.) Bringing 
everyone together is the multiverse- 
spanning plot of one Lord Vortech (no 
relation to the similarly named '90s 
toy line, mind), a rather awesomely 
designed original LEGO villain who's 


seeking out the Foundational 
Elements to bring the LEGO multiverse 
together as one under his rule by kid- 
napping certain characters . . . yadda- 
yadda, let's go pound some bricks. 

Over the course of the game's 
story, you'll get to visit other worlds 
that you may not own the LEGO sets 
to. This allows you to get something 
more of a "full" LEGO Dimensions 
experience without buying every 
Level, Team and Fun Pack in sight. Of 
course, you won't get to play as any of 
the characters from those worlds, nor 
explore them in full - that's where you 
have to shell out for more, and there 
is even an entire area of the hub full 
of mostly inaccessible portals (you can 
still visit DC Universe, Middle-earth 
and The LEGO Movie freely, of course) 
to clearly branded worlds that are 
each sold separately. 

Worth noting is that building LEGO 
creations makes up a significant part 
of the experience - and the price tag. 
While you can technically play without 
building anything by just using the 
portal and figures' bases, what would 
be the point? Take the actual building 
components out, and you're basically 
left with an overpriced LEGO game (by 
comparison to the normal MSRP for a 
regular LEGO game). So while being a 
fan of building LEGO is not integral to 
the experience, it definitely helps up 
the value proposition involved. 

While there are some manuals 
included, the game actually helps you 


along with in-game manuals as you 
play - save for the figures, at least. 
Constructing the portal alone took me 
a good hour to do, though it got easier 
as it went along. Part of the problem 
there was that the parts came in dif- 
ferent bags, but without any rhyme or 
reason - dumping them all into one 
big pile couldn't have made it any 
worse. (Once built, the portal does at 
least break down for easy storage.) 

The vehicles, specifically the 
included Batmobile, took a bit more 
time to construct as well, and can be 
reconfigured into new builds over the 
course of the game. It, like the LEGO 
figures, is a functional toy on its own, 
even without the base, and can even 
roll along surfaces. Unlike the in-game 
version, though, it's too small to seat a 
figure. 

Bringing things back around to the 
gameplay, the portal goes a long way 
toward making this game unique with 
some clever integration. It has three 
segments, and over the course of the 
game, you'll need to move certain 
figures/vehicles to certain positions to 
proceed. Other times, you'll have 
instances when (for example) the 
Wicked Witch of the West casts a spell 
that immobilizes anyone standing in 
the pink area. The solution? Move 
them to the blue area, or vice versa. 
It's clever, and adds a certain interac- 
tivity that makes the toy aspect feel 
more essential while standing out 
from your more typical LEGO fare. 

Overall, LEGO Dimensions takes the 
LEGO gaming experience to its logical 
next level - perhaps beyond - all 
while staying true to form. - DAVID 
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RECRUIT NEW CHARACTERS WITH FUN PACKS 


Skylanders has been around for four years now. Disney Infinity for two. Even Nintendo's amiibo brand is a full 12 months old now, and so Warner Bros. is blazing out of 
the gates with a huge variety of extra add-on products for LEGO Dimensions in order to catch up as quickly as possible. The most numerous and cheapest add-ons are 
the Fun Packs, which add a single pop culture character and extra vehicle/sidekick toy to your game. Look at that selection! Everyone from Superman to Legolas! 
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DYNAMIC DUOS TAKE CENTER STAGE IN TEAM PACKS 


Some characters, meanwhile, only really make sense when paired with a partner sold in the very same package. So for a few dollars more than a Fun Pack, you can 
instead invest in a next-step-up Team Pack housing dynamic duos like Scooby-Doo & Shaggy or The Joker & Harley Quinn. Owen from Jurassic World is a little bit of an 
odd placement in this line, though - is his partner supposed to be the velociraptor, or the generic ACU guy who probably got eaten in the film itself? 
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EXPLORE ALL-NEW WORLDS WITH LEVEL PACKS 


Finally, the largest and priciest tier of add-on for LEGO Dimensions is home to the Level Packs. These packages go above and beyond just adding new characters to the 
mix, as they support their packed-in heroes with entirely new gameplay levels to experience too. (Mostly similar to Disney Infinity's extra Play Sets.) The Back to the 
Future Level Pack has made a big splash already, thanks to us having just passed October 21, 2015 - the day Marty visited "the future" in Back to the Future Part II. 
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Party with the Animals 


ANIMAL CROSSING: AMIIBO FESTIVAL 


ANIMAL CROSSING: 
AMIIBO FESTIVAL hasn't been 
Nintendo’s most well-received title. 
Fans had been hoping that the Animal 
Crossing series would make the jump 
to the Wii U, and so it has - but they 
were thinking about a more traditional 
sequel, like City Folk or New Leaf. So 
when amiibo Festival was revealed at 
E3, those fans did not hold back with 
their disappointment. Nothing 
matched the insane negativity that 
Metroid Prime: Federation Force 
brought about, but it seems that 
Animal Crossing: amiibo Festival 
created a lot more frowns than smiles. 
unfortunately, a ton of people 
made up their minds the very day this 
game was announced - rather than 
give the game a chance, they'd skip 
over it out of anger. The only thing 
that might convince a few of those 
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people to grab the game would be the 
included amiibo. There's no denying 
that amiibo are red hot right now, and 
Animal Crossing: amiibo Festival 
comes packaged with two of them: 
Isabelle and Digby. There are even 
three Animal Crossing amiibo cards 
thrown in for good measure! So collec- 
tors will certainly take interest in this 
bundle - but is the game itself worth a 
look? 

Animal Crossing: amiibo Festival 
certainly looks and sounds like an 
authentic Animal Crossing experience 
- it just doesn't play the same. At all. 
Think of this title as something akin to 
a Mario Party experience, but with a 
lot less energy and excitement. 

Nintendo has taken the Animal 
Crossing world and given it a board 
game/minigame makeover. Instead of 
going around town digging up fossils 


and chatting with your animal neigh- 
bors, you'll instead just be rolling a lot 
of dice. There are a handful of other 
modes included in the game that spice 
up the action a tad, but the main 
attraction here is meant to be the 
board game mode - it will most likely 
be where you'll spend the bulk of your 
time. 

Thankfully, the experience is pretty 
enjoyable as far as board games go. 
You'll be tasked with moving around 
the game board and grabbing as many 
Happy Points as you can. The winner 
at the end of the game will be the one 
who has the most Happy Points. Of 
course, getting a high tally of those is 
going to be more difficult than you 
might think. The game is split pretty 
50/50 between strategy for earning 
Happy Points and pure luck helping 
you out as well. It's this mix that helps 
to keep things interesting. 


___! went for a bold makeover, but it. 
... was a colossal flop. | think I'll just_ 
stick with my original style. 


The game board is filled with 
spaces that will either give you Happy 
Points or take them away. These 
spaces are also injected with little 
scenes from Animal Crossing. If you 
land on a good spot, you might view a 
vignette of your villager visiting an 
exciting exhibit at the town museum, 
or catching a really big fish on the 
beach. A bad spot could show you 
falling into a pitfall, getting a bad 
haircut or any number of other irritat- 
ing events. These little moments don’t 
really do anything other than add 
some flavor to the addition/loss of 
Happy Points, but it helps to keep the 
Animal Crossing vibe going. 

The board also changes almost 
every turn, adding in new specia 
spaces that summon forth different 
Animal Crossing stars, like Katie or 
Katrina. (These are just differently 
styled reasons to grab/lose more 
Happy Points, though.) They’re all 
mixed in with Bell spots as well, which 
are the currency in Animal Crossing. 
At the end of a game, your Bell total 
will be changed over to Happy Points, 
which makes Bells an important part 
of the game as well. This goes hand 


4 
“" 
“ 
4 


in hand with the Stalk Market board 
spots, which let you cash in your 
Stalks (a.k.a. "stocks") for some Bells. 
Each spot on the board will net you a 
certain amount, with some spots 
offering up more than others. 

You can even change the month 
that you play the game in, which will 
make for different scenery, activities 
and characters. It's a fun way to 
change up some of the mechanics of 
the board game. With the right group 
of people, this main mode can actually 
be a lot of fun. | mean, it's not going to 
be the best game you've ever played, 
but it's certainly a fun board game 
with a lot of charm. It makes for a 
decidedly different board game expe- 
rience than what you get from Mario 
Party, and | can appreciate the more 
calm/relaxed vibe that Animal 
Crossing: amiibo Festival provides. 

There are also supplemental modes 
that use amiibo/amiibo cards as well, 
but these only provide minor distrac- 
tions. Desert Island Escape has you 
doing just what its name says, but it's 
single-player only. There are a handful 
of multiplayer experiences that have 
you answering trivia questions, 
escaping a rogue lawnmower, popping 


balloons and more. The thing is, these 
really only serve as sources of fun for 
just a few minutes. Again, | guess it 
depends on the crowd you're playing 
with, but these tiny experiences have 
a lot less chance of pulling in your 
friends than the main board game 
mode does. 

Is Animal Crossing: amiibo Festival 
worth your time? I guess that comes 
down to what you expect to get out of 
it. If you're an amiibo collector, you 
get two amiibo figures and three 
cards, as well as a piece of software, 
all for $60. If you're not into amiibo, 
you might find that price a much 
harder pill to swallow. Factoring in 
price to a review is always a tough 
topic to tackle, but I really feel it has 
to be considered here. The board 
game is fun, the minigames are 
nothing special and the included 
amiibo are nice. It's up to you to figure 
out if that content is worth the asking 
price. I definitely do feel the board 
game offers a good amount of fun, but 
it's hard to say that one mode makes 
an otherwise shallow experience 
worth it. | just can't shake the idea 
that the board game alone would have 
made a much better eShop title. 

- KEVIN C. 


GC 


MY PARENTS PLAY! 


Did you know that our very own Kevin Cassidy – who wrote this review and also 
runs the mega-popular crossroads of the Nintendo fandom, GoNintendo - just so 
happens to а/50 produce a weekly video series focused on playing Nintendo games 
both new and old? They aren't just any old Let's Plays, though. Kevin instead 
presses the controllers into the hands of his parents - his hilarious curmugdeon of 
а Dad and his patience-of-a-saint Mom - and records their gameplay together. 
(Along with their often crass commentary. Seriously, language warning here! 
These are grown adults playing kids' games and they don't hold back verbally.) They 
recorded a round of Animal Crossing: amiibo Festival just to support this review, so 
go to YouTube and search for "My Parents Play" to track it down and watch! 
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EXCLUSIVE AMIIBO CARDS 


In addition to the Isabelle and Digby amiibo figures seen over on the other 
page to the left, Animal Crossing: amiibo Festival also comes bundled with the 
three exclusive amiibo cards seen above. Goldie, Stitches and Rosie are all 
wielding survival gear, straight out of the game's Desert Island Escape mode. 
(Some serious card collectors may buy the $60 game just to get these!) 
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ASK THE 
FORCE 


IN DRAGON BALL Z, 
ALL THE STRONGEST 
FIGHTERS ARE 
ALIENS FROM 
OTHER WORLDS. 
WHY ARE HUMANS 
SO WEAK? 
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THOR 
What are you talking 
about? Hercule beat Cell 
and saved the world! 
...right? 
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TONY 
Because humans don't 
eat their vegeta-bles! 

Gotta get your daily 
servings of ka-carrots, 
raditz-es and brocc-oly! 


JONATHAN 
Because "Cha-La-Head- 
Cha-La" actually means 

"Earth people are 
disappointing." 


DAVID 
Well, Chi-Chi and Bulma 
are the ones who tell 
Goku and Vegeta what 
to do, so... yeah. 
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CHRIS 
Yamcha is secretly stronger 
than Goku - he just used 
hypnotherapy to make 
himself believe that he's 
Earth's lowliest champion 
because he couldn't handle 
the messianic pressure. But 
underneath lurks a power 
level far beyond 9,000... 


LINDSEY 
Humans? Weak? Hey 
now, a human created 
the Dragon Ball 
universe! That's a power 
beyond the comprehen- 
sion of any Z Fighter! 


Drag On, Blah Z 


DRAGON BALL Z games 

are like hamburgers from your 

favorite chain restaurant — your go-to comfort cuisine. Of course, 
any food starts tasting bland if you eat it too often, which is why 
later games attempt to spice up the recipe with significant new 
features. So where does Extreme Butoden fall on this burger scale? 

Extreme Butoden is a successor to the Butoden series that began 
on Super Famicom, so rather than high-flying 3D escapades, you're 
getting classic 2D, pixel-based fisticuffs. Speaking of pixels, you'll у. 
immediately notice the large and detailed character sprites - far E seh 7” P N à 
from King of Fighters level, but attractive nonetheless. | < А д Bad Guys 

DBZ fighters have always been made for fans first rather than ж 
the hardcore fighting community, and Extreme Butoden is по differ- = 
ent, sporting a simple command system reminiscent of the Budokai 
titles. You have strong, heavy and special attack buttons, and input- 
ting them in sequence will launch a special move. Each character 
uses the same command strings, so once you’ve got the controls 
down, you can select up to three warriors and switch from one to 
the next without missing a beat. 

The combatants are by no means balanced - characters like 
Nappa and Cell can spam some rather annoying moves - and 
unskippable ultimate technique animations draw out battles to 
uncomfortable lengths at times (but you ought to know what to 
expect with DBZ games by now). However, considering that devel- 
oper Arc System Works is famous for well-regarded fighters like 
Guilty Gear and BlazBlue, you'd be forgiven for expecting the studio 
to craft something a bit more technical. 

Despite the "Extreme" in the subtitle, the game is simply too tra- 
ditional. You've got Z Story, in which you - surprise, surprise - play 
an abridged version of the DBZ tale from Raditz's arrival through 
the battle against Majin Buu. Clearing that unlocks Adventure mode, 
in which a thin narrative concerning resurrected villains serves as 
an excuse to battle them again, this time with the option to equip 
stat-boosting items. And clearing that unlocks Extreme World 
Tournament - pretty self-explanatory. 

The complete playable roster only includes 25 characters - a 
decent amount in your average fighter, but on the low end for a DBZ 
game. And since transformed states are given separate slots - hope 
you like four different versions of Goku and Gohan! - the true count 
is even more underwhelming. 

But what about the 100 characters advertised in the game's mar- 
keting? They appear as assist units, summoned during battle to 
inflict extra damage or status ailments. These Z-Assists hail from the 
entire Dragon Ball universe and include the familiar – like Bulma 
and Whis - as well as the lesser-seen, such as the dual-personality 
Launch, Dr. Wheelo from the second DBZ movie and even Turtle. 

You'll have to painstakingly unlock Z-Assists one by one in 
Adventure mode. Some are awarded after just talking to an NPC, 
but most are withheld until you earn an S rank in individual 
missions - a daunting task that requires dexterous item manage- 
ment and near-perfect combat strategy. (Should you possess the 
skills to earn consistent S ranks, you probably have no need for 
further assistance!) If anything, this ordeal will make you long 
to directly control these support reps - and it doesn't help 
matters that a significant number of these non-playable allies 
actually have been playable in games past! 

The ultimate disappointment is the local-only Versus mode. 

In fairness, Bandai Namco's developers recently stated their 
intention to patch in online multiplayer; then again, the fact 
that it wasn't there to begin with only adds to the game's 
massive pile of missed opportunities. 

This definitely won't be the last game to feature Goku and 
his pals, though, so skip this warmed-over patty and sit tight 
for a juicy Angus on a toasted pretzel bun. - TONY 


Play a "what if?" story through the eyes of the bad guys. 
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A World with Seven Saviors 


ONCE UPON A time, role-playing 
games offered little in the way of 
handholding. They expected players to 
figure things out - as well as grind 
their way to success. This has changed 
over the years with the move to more 
story-driven experiences, but Atlus 
and FuRyu's latest accomplishment, 
The Legend of Legacy, takes you back 
to those halcyon days, and the degree 
to which you cherished those old- 
timey experiences will go a long way 
toward determining how much you'll 
enjoy your time spent here. 

The Legend of Legacy offers seven 
characters to choose from, each with 
different reasons for exploring the 
dungeons of Avalon Island. There’s 
nothing too surprising to be found 
here, motivationally speaking – those 
of you who love girls with amnesia or 
transmogrified frog princes will be 
delighted with the selection available. 
Your party can only contain three of 
these combatants at a time, but you 
can switch them out any time you like 
at the game's only inn, once you 
recruit the four remaining partners. 
unfortunately, other than different 
opening and closing sequences, not 
much is different in the overall 
gameplay to merit subsequent 
playthroughs with the 


other characters. 

The true difference in the charac- 
ters comes in how you choose to 
develop them - this game is a custom- 
izer's paradise. While your characters 
don't advance in levels in the tradi- 
tional sense, almost everything else 
they do throughout gameplay does. 
Continuously using the same weapon 
types, abilities and spells, as well as 
just performing the same stance - be 
it Attack, Guard or Support – can 
unlock new abilities and further 
strengthen existing ones. This is a 
great way to deck out a character if 
you're trying to build a specific type of 
adventuring party. 

One of the first things you'll 
discover is that there's little to no 
direction as to what you're supposed 
to do. Repeatedly talking to towns- 
people and obtaining new maps are 
really the only ways of discerning your 
next move. Fully exploring your maps 
is highly recommended, because not 
only can these completed maps be 
sold for a fair bit of change, but they 
also reveal new areas to explore in the 
process. 

The actual battles offer a very 
unique experience. First of all, you 
can't use any consumable items during 
battle; the flip side is that you're com- 
pletely healed at the end of each fight, 
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even if some of your partners were 
knocked out during the proceedings. 
(Resurrected partners receive a tem- 
porary hit to their total HP pool, so 
keep this in mind as you go deeper 
into the island’s more dangerous 
areas.) The only other loss to be had is 
to SP - your point pool for magic and 
special abilities - which thankfully can 
be refilled by items in-between battles 
and under certain conditions during 
battles. 

Proper use of the Battle Formation 
option is one of the keys to success 
here - arranging where each of your 
characters will stand relative to the 
others during each fight. Developing 
your team in conjunction with specific 
formations can produce some 
powerful results, which is good 
because there are some very tough 
baddies out there to conquer. Be 
warned, this is not a bash-and-dash 
affair; strategy will be needed to get 
through the most difficult spots. 

Another large component of 
gameplay is the use of Elementals. 
Elementals are found in four flavors: 
Air, Water, Fire and the villains-only 
Shadow. By making a contract with 
the available Elemental spirits and 
finding Elemental spell items, you can 
gain access to spells that can be used 
for attacking, refilling HP and SP or 
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buffing your characters. (Be careful, 
though - the villains can do the same 
thing, and are even able to summon 
your Elementals to their side.) 

The Legend of Legacy's graphics 
are just beautiful and fit this game 
remarkably well. A high point in the 
visual presentation is the way 
dungeon exploration is handled: 
instead of there being just a simple 
static map, each background item 
pops into existence as you explore, 
like an elaborate interactive pop-up 
book. It's a gorgeous effect and one 
that certainly differentiates it from its 
JRPG contemporaries. The musical 
score by Final Fantasy and SaGa 
veteran Masashi Hamauzu is equally 
as beautiful. This is high-quality stuff, 
people, and I for one am glad that a 
soundtrack was included with the 
physical release of the game! 

| enjoyed my time with The Legend 
of Legacy, but the somewhat archaic 
take on adventuring found here may 
turn some off to digging deeper into 
it. The high quality of the presentation 
still makes it worth a look, though! 

- THOR 
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WHILE IT'S NOT the Zelda series' first foray 
into the wide world of online play, Tri Force 
Heroes is the first to fully embrace online 
multiplayer at its core - though you don't 
have to play online. There are many ways to 
play, so we split this review up into sections. 
Evan and Kevin helped me test out the online 
aspect, but | also played alone and tried 
matching up with strangers. I even tried it out 
with my two sons in local play! Some ways to 
play are fun... others, not so much. 

Tri Force Heroes drops you into the world 
of Hytopia, an impossibly vain land inhabited 
by fashion-focused folks. A witch has placed a 
cursed outfit on Princess Styla that cannot be 
removed, but a prophecy has foretold the 
coming of three heroes who will traverse the 
Drablands and save the world. 

Each area in the Drablands has four levels, 
with four stages in each level. The completion 
of each level rewards you with material for 
making outfits, and if you complete a world, it 
unlocks challenges for replay value. You then 
take the items to Madam Couture who will 
create outfits for you. Outfits like the Kokiri 
Clothes can boost specific items, like the bow, 
and give you an advantage when replaying 
levels. It's all a bit weird, but once Link dons 
outfits like the Goron Garb or the Torrent 
Robe, you'll fall in love with this mechanic. 
(Plus, Link looks great in a dress.) 

Before you access anything, you need to 
make a choice. Play with friends, strangers, or 
alone? The Zelda series has traditionally been 
a solitary affair. This game really pushes the 
online aspect, but Nintendo knows there are 
times when that isn't possible. The answer is 
Doppels, wooden puppets that Link can 
"inhabit" (or possess) to complete the tasks 
that would normally be accomplished by three 
live players. Because of this, the solo 
campaign immediately loses most of the 
magic of multiplayer. The Doppels cannot be 
harmed when uninhabited, so there's no 
worry about keeping all three "Links" safe. 
The most integral problem-solving mechanic 
of the entire game - Totem Time - is done 
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well with Doppels too, allowing 
one Link to control all three in the 
totem. This is important, because 
things happen too fast in battles to 
have to worry about moving into 
position, then swapping and then 
attacking. However, Doppels 
become a metaphor for the 
gameplay іп the solo mode – 
solved puzzles and victories 
feel hollow and empty. Once 
you play the multiplayer campaign, 
it's hard to go back to questing 
alone unless a level is just too frus- 
trating to play with people online. It is hands 
down the least satisfying way to play the 
game, but it is worthy of investigation. 
Another way to essentially play alone 
is to add in "Unknown Heroes:" other 
gamers online also looking for a random 
match-up with strangers. The only form of 
communication here is a set of emojis on the 
bottom screen. The palette of emotions may 
seem inadequate, but it is surprisingly effec- 
tive in most scenarios and very fun to use. It 
won't allow you to truly express anger or frus- 
tration - which you will definitely feel in any 
mode of the game - but in the end that keeps 
most play sessions positive. Working past 
the frustration and limited resources 
and leading your crew of three to 
victory is easily the most gratifying 
experience the game has to offer. 
Playing with strangers is a big 
gamble with your time and patience. Trolls 
and Weak Links (get it?) can be the downfall 
of the game, as it halts the fun, stymies the 
gameplay and wastes your time. While that 
is the nature of online play, Nintendo should 
do more to make the experience consistently 
good. Blacklisting is available to protect you, 
but doesn't prevent the same troll from ter- 
rorizing others. Dropped connections also 
cause all progress to be lost, as you're booted 
out to the lobby. However, when you connect 
with just the right group of players and plow 
through a tough dungeon, the game shines. 
Tri Force Heroes is hit-or-miss depending 
on how you play it, but overall it's an adven- 
ture worth experiencing. - BRETT 


PLAYING WITH FRIENDS while chatting or 
speaking online through a separate service like 
Skype may be the best way to play Tri Force Heroes 
online. Our plan was for the three of us to play as a 
trio, of course, but connection issues kept Evan, 
Kevin and | from ever being able to complete a full 
level all together (which is telling in itself). 

Even still, each of us played successfully online 
together as a duo with a single stranger on 
separate occasions. We ran into trolls who would 
throw us off ledges for a laugh. We ran into Super- 
Links who showed us the way. We ran into Links 
who just couldn't cut it in tough situations, and 
there may have been a colorblind Link as well, 
which simply broke the game. We ran the gamut, 
and it was a heck of a good time – even with the 
troll. 

This was only due to us communicating outside 
of the game though, which Nintendo practically 
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forces upon players wanting to play with friends. 
While setting up a Skype session or Google Hangout 
is a simple solution to the game's lack of built-in 
voice chat, it's just another spotlight shining on the 
company's lack of online prowess – making us look 
like complete nerds with multiple screens asking 
for our attention. It's also nearly impossible to 
connect with friends without planning a session via 
another source. You still can't message friends 
from your Friend List, and even if you manage to 
connect to friends without chatting, you could be 
butting in on a planned game. 

Lag was a constant problem. When the action 
gets intense, you can almost expect it. Nothing is 
worse than grabbing a bomb and getting on a 
wobbly platform, and then seeing the lag symbol 
appear on-screen (except maybe seeing the con- 
nection error screen). Spending upward of an hour 
in one level, only to die, get dropped or otherwise 


fail and then only get a paltry amount of Rupees as 
a consolation prize is hard to swallow. Efforts 
should have been made to have players continue 
on. Dropping in another player, or even a Doppel, 
would have been a better solution than just exiting 
to the lobby. 

All of the online issues aside, the puzzles are 
intensely satisfying to solve with friends. Each level 
adds a little bit of challenge, eventually culminating 
in some seriously tough boss battles and puzzles. 
Even after all my play, І wasn't able to build many 
outfits, so a ton of time needs to be invested to get 
those harder costumes and it's very difficult to 
complete most challenges. Also, a couple of suits 
can only be made with "Friend Tokens," which are 
only acquired through local play. І understand that 
local play is the best way to play, but not all of us 
have that opportunity, so locking those two cool 
costumes is upsetting. - BRETT 


RED LINK'S OPINION 


LIKE BRETT MENTIONED, playing online with Tri 
Force Heroes is a gamble – and that's not a good 
sign for such a multiplayer-centric title. 

Connection issues stopped the three of us from 
even completing a single dungeon one night, even 
though we had no problems chatting and texting 
through Google Hangouts. I’ve also experienced lag 
issues with strangers, and getting kicked out 
halfway through a session proves infuriating. 

But when everything works, Tri Force Heroes 
provides a charming and challenging experience, 
full of surprises. Brett and | encountered a super- 
star player – after dealing with a frustrating troll – 
who helped us take down The Lady in the Sky 
Temple. It was hilarious chatting with Brett about 
how this unknown hero was just entertaining us as 
he or she pulled most of the weight. Sadly, we 
couldn't befriend this Link, because Nintendo failed 
to give us any way to communicate other than the 


little array of Link emoticons on the touchscreen 
(which are cute - especially the pom-pom one). 

The Link emoticons are ironic in a way, too. 
Nintendo has decided that we can't text or talk to 
communicate, but to get online or learn about the 
game's mechanics, the company has no problem 
flooding us with line after line of tutorializing 
dialogue. It's irritating to have to scroll through 
lines of text and menus just to get to a friend lobby. 
Why isn't there a simple symbol on the bottom 
screen to access this mode? Why must I go through 
the system's Friend List to see who's online? I don't 
know, and I don't like it. 

The silence of Tri Force Heroes — which I 
suppose is somewhat fitting for Link — led to a fun 
but less memorable play session with Kevin, which 
we conducted without a Google Hangout, just to 
see what the normal, chatless experience felt like. 
We had no issues clearing puzzles or using our 


Water Rods to knock out enemies - but we couldn't 
chat about our random friend, or laugh together at 
our failures. (I've been known to accidentally throw 
someone off a cliff instead of onto a platform, for 
example.) My play sessions with Brett stick out to 
me because I got to complain about a troll or 
marvel at a skilled player with him. With Kevin, the 
chatting and bonding wasn't there, though the 
sessions were still enjoyable. 

This all makes me think that local play is the 
best method for experiencing Tri Force Heroes. 
That's sadly not a convenient way to play for me, 
but for others, І can envision fantastic and funny 
adventures through the Drablands with friends. 

Before | hand things over to Kevin, one thing | 
want to highlight is the game's music - it's simply 
wonderful. There are small touches here and there 
that elevate the whole experience. | wish | could 
say the same about the online experience! - EVAN 
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SURE, EVAN, YOU’D "accidentally" throw your 
teammates off of cliffs. I’m sure it was also an 
accident when you lobbed me off one right at the 
start of our session! 

On the whole, І have to agree with what Brett 
and Evan have said about Tri Force Heroes. When 
the connection is stable, the game is a lot of fun, 
and it feels incredibly rewarding to work together 
with other players to overcome puzzles and bosses. 
But unfortunately, online play is wildly inconsistent. 
I've done plenty of missions that had very little 
slowdown, and those were a blast – but I’ve also 
experienced lag so severe that the game was barely 
playable. It's especially frustrating that the game 
just kicks you back to the lobby if one player dis- 
connects. There were times when I'd spent 20 
minutes working my way to a boss fight, only to be 
thrown back to the lobby with a handful of Rupees 
for my troubles. I really wish Nintendo had come up 


with a more elegant solution for dealing with dis- 
connects, because the game is clearly designed 
around online play, and these sorts of issues really 
hamper the experience. 

I've spent the majority of my time with Tri Force 
Heroes teaming up with random players, so I’ve 
only used the emoticons to communicate with my 
teammates. | can understand what Evan and Brett 
have said about the game's silence and how it 
prevents you from bonding with other players, but I 
found the emoticons to be serviceable. Some of the 
game's puzzles do get quite nuanced - particularly 
in later dungeons - but my teammates and I have 
generally been able to figure out what to do in any 
given room. It would have been nice if Nintendo at 
least included the option to use voice chat when 
playing with friends, though 1 can also understand 
why the company didn't, since you'll likely need a 
random player to round out your party. 


| find it a little ironic that Tri Force Heroes’ 
defining feature - the totem mechanic - ultimately 
proves to be a double-edged sword for the game. 
It's used in very creative ways throughout the 
adventure, but I can't help but feel that it's more of 
a hurdle since you must gather two other people to 
play the game. With Four Swords, you could take on 
dungeons with only one other player – but that's 
not possible here. On a positive note, the game 
does feature Download Play, making it a bit easier 
to play locally with friends. 

In the end, | would still recommend Tri Force 
Heroes to anyone who loves Legend of Zelda adven- 
tures. While the single-player mode is cumbersome 
and online play can be spotty, the game is an 
absolute joy in the right conditions, and the wealth 
of loot to collect and outfits to create ensure you'll 
be playing it for a long time. Be prepared for some 
frustration – but also for fun. - KEVIN К. 
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Some Tu rbulence Ahead 


FOR FIVE LONG years, Yuji Naka version was complete and the 3DS 
and his crew of former Sonic Team version was well into production. Now, 
members at Prope fought tooth and through the power of perseverance, 
nail to save Rodea the Sky Soldier, the Rodea has at long last been granted 
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studio's most ambitious project to its moment in the sun. 
date. There were concerns that co- 


Kadokawa Games had pulled the plug, 
even as news spread that the Wii 


Sadly, I'm in no mood for celebra- 
developer and Japanese publisher tion - Rodea has major problems 


stemming from its unfathomably 
obtuse controls. To understand how 
this problem came about, we must 
reflect upon the round of musical 
chairs that Kadokawa played with the 
game's target platforms. 

Rodea may have originally been 
announced for both Wii and 3DS, but it 
was conceived with just Wii Remotes 
in mind. Prope only directly handled 
the Wii version - Naka didn't want to 
compromise on his vision - while 
Kadokawa took command on 3DS. 
Work began on a Wii U version when it 
became apparent that a Wii release 
would no longer be financially 
feasible, but rather than port up from 
the original, Kadokawa used the 3DS 
version as a base. Why is this distinc- 
tion important? Because the 3DS and 
Wii U builds sport a new control 
scheme tailored to those platforms’ 
more traditional controller layout. 

The titular character is somewhat 
of a cross between NiGHTS and Sonic 
the Hedgehog - he possesses the 
power of flight and targets enemies by 
performing a spinning Boost Attack. 
Each level is composed of a number of 
floating islands, and making progress 
requires flying to those islands, 
touching a solid surface to allow your 
flight meter to recharge, then taking 
off once again. While airborne, you 
can link score chains by defeating foes 
without touching the ground or by col- 
lecting Graviton gems (which refill 
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your flight meter without needing to 
touch down on land). 

If you want to dance among the 
clouds, follow these simple steps: 
First, press the A Button to jump. 
Next, press A a second time to enter 
targeting mode, using the left stick to 
guide a cursor onto any object. Then 
press A once more to launch toward 
that object. Slide the cursor onto 
another object and press A again to 
readjust your flight path. Press B to 
boost into enemies or to increase your 
flight speed. Press Y to rise straight 
upward, or press Y and tilt the control 
stick down to perform a fast dive. And 
should your meter run out mid-flight, 
you can use any collected Gravitons as 
an emergency backup. 

Now we move on to the tricky stuff: 
With the right stick and L and R 
Buttons, you have full control over the 
camera, which otherwise never seems 
to be pointing where it ought to. Every 
time you attack an enemy or slam into 
a wall, you have to turn the camera to 
seek another target. At certain eleva- 
tions and with no apparent landmarks 
in your immediate vicinity, you may 
find yourself spinning around in a jus- 
tified panic. At the end of Graviton 
strings – touching one of the gems will 
automatically lock you onto a path to 
collect the remainder – the camera 
often swings straight upward, requir- 
ing a quick readjustment if you want 
to have any idea what's currently 
beneath or in front of you. 

Learning curve? More like a 
learning cliff! It's an exhausting 
exercise trying to juggle all these 
actions in smooth succession. No 
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matter how much time you spend 
playing, chances are you'll continue to 
fumble around with techniques that 
should have become more natural to 
execute by that point later in the 
game, resulting in frequent accidents 
that 1 refuse to ascribe to human 
error. Like when you tap B to home in 
on the nearest enemy, yet you happen 
to be slightly out of range - so instead 
you sail past them, into and along the 
ground, then over the edge to your 
doom. Or when you're trying to 
maneuver around the underside of a 
rocky platform, but the game refuses 
to refill your flight meter when 
touching the ceiling, because you are 
in fact not targeting said platform, but 
rather another one further off into the 
distance. Or when you're trying to 
dodge an incoming enemy attack by 
pressing Y and tilting the control stick 
left or right, but you accidentally flick 
the stick at too great of a downward 
angle and instead hurtle uncontrolla- 
bly toward the ground many hundreds 
of meters below, requiring you to 
climb that entire section a second 
time. 

It's painfully obvious that the 
developers had a different control 
scheme in mind than the one Rodea 
wound up being saddled with. АП 
throughout the Wii's life cycle, players 
criticized games that shoehorned in 
motion controls when simple button 
commands would have been prefer- 
able, and here we have an ironic 
example of the inverse case. At the 
very least, Kadokawa could have used 
the touchscreens available on both Wii 
U and 305 in some clever fashion - 
easier targeting, flight path drawing, 


etc. – instead of relegating them to be 
windows from which your mechanic 
partner spouts nonsensical chatter. 

In the face of the wonky controls, 
the game's other, far more benign 
shortcomings feel like sharp jabs. On 
your first playthrough, levels can take 
anywhere from 15 to 25 minutes to 
complete, and should you run out of 
lives - probably because communica- 
tion between your brain and fingers 
has entirely shut down - you have to 
restart all the way from the beginning. 
There is a shop to improve your stats, 
but the parts you collect from fallen 
enemies never seem to be enough for 
the upgrades you desire. Sometimes, 
when text dialogue appears on-screen, 
there will be a delay in the associated 
sound file; other times, the spoken 
dialogue will simply not play at all. 

Rodea the Sky Soldier, at least in 
this form, is a tragedy. І really wish it 
wasn't, because every element aside 
from the perplexing controls evokes 
fond memories of the Sega Saturn and 
Dreamcast eras. The character and 
environment designs are fascinating, 
the music has just the right amount of 
pep and the flight combat is honestly 
a novel concept on paper. It's clear 
that little was done to punch up the 
visuals for the high-def Wii U, but 
there is a very striking hatch filter 
employed for shadows. 

The makings of the next big cult 
classic are there, but the bizarre deci- 
sions that have shifted the game away 
from its original design make that 
scenario highly unlikely. This incarna- 
tion of Rodea is but a sad monument 
of broken dreams and unrealized 
potential. - TONY 
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The Original Vision 


BUNDLED WITH ALL 

first-run print copies of Rodea the Sky Soldier for Wii U is a bonus disc con- 
taining the Wii original. Yuji Naka has repeatedly stated that the Wii version 
represents his true vision and that we shouldn't neglect it. Why would he be 
so insistent on directing players' focus away from the high-res up-port, 
which most would assume is the definitive edition? 

Because Rodea on Wii is the superior experience. No contest. 

The story still follows the amnesic android Rodea, awoken after a millen- 
nium to continue his mission of defending the floating nation of Garuda 
from the Naga Empire. However, instead of the convoluted controls of the 
Wii U build, this version opts for a simplified scheme. To fly toward an 
object, simply point with the Wii Remote and press B, flicking your wrist to 
arc the flight path or tapping A to attack. Point at the sides of the screen to 
turn the camera, and use the D-Pad to run along the ground. That's it! 

You lose out on finer skills like jumping, quick-rising and diving, but you 
gain improved precision and response time. Environments are similarly 
tailored for speed, with islands sitting in closer proximity to cut down on 
lengthy flights. These alterations result in levels that can be cleared in half 
the time as on Wii U, making repeat visits far more attractive. 

And it gets better! The meter that limited your flight time? Nonexistent! 
The upgrade system that required an exhausting amount of time to gather 
materials? Also gone - you start the game with many "advanced" tech- 
niques by default, while tools like the Machine Gun or Slide Boots exist here 
as power-ups that are already at max strength. 

It’s not the perfect package, of course. Camera turning speed is too slow, 
and you often lose the aiming reticule off the screen edge. In-game dialogue 
is drowned out by the background music, but unlike on Wii U, there's no 
option to tweak sound settings. There's also an exclusive four-player race 
mode, but it's nothing more than a one-off curiosity. When compared 
against the other version's bloat of control failings and inessential features, 
though, these issues could barely fill a Post-it Note! 

My advice? Buy Rodea the Sky Soldier for Wii U, toss the 
Wii U disc into a nearby sewage canal, pop the Wii disc into 
your machine and let 'er spin! This is the adventure we've 
been longing for after all these years – don't let Prope's 
tireless efforts be in vain! - TONY 
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THE LIMITED EDITION BOX 


Rodea was wasting away in software limbo for so long that most 
players would have been satisfied with a barebones release – but 
thankfully, publisher NIS America has opted to go all out with a Limited 
Edition set. In addition to the game itself, the set also includes a 
40-page hardcover art book, a 10-song soundtrack sampler, a collec- 
tor's box and a pendant of the in-game Key of Time relic. But move 
fast! Supply may already be exhausted by the time you read this! 


That's Baku. It's known for eating 


people's nightmares. 


The Next Pokemon, Indeed 


THERE'S NO NEED for a question 
mark any more. Over the past few 
months (or even years, really), the 
narrative surrounding Yo-kai Watch's 
eventual arrival in America has been, 
"Will it be the next Pokémon?" We've 
all waited and wondered, unsure of 
whether or not this latest Japanese 
phenomenon would truly be able to 
translate its appeal elsewhere. 

Well, wonder no more and put that 
punctuation of uncertainty away for 
good - Yo-kai Watch absolutely is the 
next Pokemon. At least as far as this 
first game goes! Only time will tell if 
audiences adopt the entire cross- 
media empire of toys and cartoons 
alongside this first video game, but 
the game itself is a spectacular debut 
for this brand-new world and its wildly 
diverse cast of collectible characters. 

Since Yo-kai Watch has been so 
linked with and compared to Pokémon 
every step of the way already, it 
makes the most sense to me to simply 
continue the comparison here and use 
what many of you know about the 
Pokémon games to frame this analysis 


of the new contender. 

First up, the basics of the scenarios 
are very similar. In Pokémon games, 
you take control of an elementary 
school-aged kid and lead him or her 
on an adventure from town to town, 
finding and capturing dozens - maybe 
even hundreds - of different monsters 
along the way. You then use those 
monsters to battle against others, and 
they evolve to become more powerful 
over time. In Yo-kai Watch, you take 
control of an elementary school-aged 
kid and lead him or her on an adven- 
ture throughout one massive, sprawl- 
ing city, finding and befriending 
dozens - maybe even hundreds - of 
different "Yo-kai" along the way. You 
then use them to battle against 
others, and they evolve over time too. 
So if you've played Pokémon (and who 
hasn't?), you're ready for the Yo-kai. 

Where Yo-kai Watch excels, though, 
is that it doesn't copy the Pokémon 
gameplay formula precisely - there 
are many things done differently here, 
and done better! Pikachu's series is 
still stuck iterating on what is now a 
20-year-old original game design, but 
Yo-kai Watch feels new, fresh and 
dynamic. 

Take the battle system. Pokémon's 
got the standard, old-school, turn- 
based approach locked down, in which 


You became friends with 


Jibanyan. 


you take as much time as you like to 
pick an option from a menu. Then you 
watch the animation for the attack 
you picked. And then it's back to the 
menu to do it all again. Here, though, 
your allied Yo-kai constantly auto- 
attack your enemies – you're not 
giving them step-by-step commands 
at all. Rather, you're the continuously 
active human support unit working to 
aid them in any way you can. You toss 
them items to boost their health or 
stats. You spin a rotating wheel of six 
spaces - each one representing one of 
your six Yo-kai active in the fight — in 
order to always have the best team of 
three shuffled onto the front line at 
any given time. You play rapid-fire 
touchscreen minigames like tapping 
energy orbs or tracing lines in order 
to charge up super-powerful attacks 
for each of your warriors, or to help 
them recover their senses when an 
enemy has cruelly Inspirited them. 
You even get in on the fight by target- 
ing foes to be taken out first, or weak 
spots in massive boss battles! 

Гат digging this active action, let 
me tell you. After two decades of 
lazily picking between Quick Attack or 
Thunderbolt for my next one-shot kill 
of a hapless Weedle, 1 was craving 
something more energetic in battle 
scenes - and Yo-kai Watch delivered. 


Perhaps even more engaging than 
the engrossing battle sequences is the 
cityscape you explore, though. The 
dense, building-and-people-packed 
town of Springdale feels real and 
lived-in here - it's a stunning contrast 
to the odd, inauthentic towns that 
have still marked the Pokémon games 
in recent years (though X and Y's vast 
Lumiose City sold the Kalos Region 
well). The town of Springdale in Yo-kai 
Watch is overflowing with personality 
and tons of little tucked-away corners, 
back alleys and secrets to discover – 
and you'll be poking around every- 
where, because that's how you'll track 
down many of the Yo-kai! 

Whereas Pokémon's collectible 
creatures are mostly based on real- 
world animals and live out in the wilds 
beyond the city streets, the Yo-kai are 
all spirit creatures lurking unseen 
around the same areas where humans 
live. They're kind of like ghosts, and 
kind of like mythical creatures of 
legend - and many of them make 
mischief with the humans around 
them by befouling their moods or pos- 
sessing them to alter their behavior. 
Have a friend yell and scream at you, 
when they're always normally nice? It 
may be that a Yo-kai has Inspirited 
them and is causing them to act like 
an oddball. 


Alongside your constant companion 
Whisper, you'll set out to solve many 
of these kinds of mysteries - tracking 
down the Yo-kai responsible and 
forcing them to stop their antics. 
There's a grander story beyond those 
simple missions, though, and the 
game will take you through it chapter 
by chapter in convenient, portable- 
play-session-friendly chunks. Again, 
it's nice to have a different kind of tale 
to see told in a game like this, beyond 
the standard "go become a Pokémon 
Master" story for the dozenth time. 

| don't want to come across as too 
harsh against Pokémon, though, as 
not every comparison favors Yo-kai 
Watch when you set the two series 
side by side. One thing | was disap- 
pointed in here is that several of the 
Yo-kai you meet are just recolors of 
other Yo-kai you encountered earlier 
in the story. That's some old 8-bit RPG 
design work that should have stayed 
in the past - or like old Transformers 
that put a new paintjob on an existing 
character and called it someone new. 
Pokémon's got over 700 'mons now, 
each one with a unique look. It's sad 
that Yo-kai Watch didn't follow suit. 

Next, one of the drawbacks of 
having such a dense, explorable city is 
that you're inevitably going to get lost. 


There are navigation aids in place, but 
they often don't point you to where 
you actually need to go next - you're 
left to figure it out yourself. I’m fine 
with a bit of old-fashioned legwork to 
find the next objective from time to 
time, but it gets a bit frustrating at 
some points in this story. 

Finally, most critically, it's harder to 
"catch 'em all" in Yo-kai Watch. The 
Pokémon games make the mechanic 
easy to understand, but "befriending" 
Yo-kai is much more random and 
harder to influence - you just toss out 
a bit of food you hope your targeted 
Yo-kai will like and hope for the best. | 
would have loved good old Poké Balls. 

But compared to its triumphs, any 
of Yo-kai Watch's failings seem to just 
fade away like a vanishing ghost. This 
is a brilliant, bold adventure that feels 
like it’s got the potential to fully revi- 
talize the "catch a bunch of creatures" 
RPG subgenre, and I can clearly see 
just how this series became such a 
massive hit in Japan after having 
played only this first installment. Will 
it be the next Pokémon? Saleswise 
we'll have to wait and see, but if you're 
asking about the game itself, banish 
that question mark for good. Yo-kai 
Watch is Pokémon's new, modern, 
more dynamic evolution! - LUCAS 
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NINTENDO 
LEVEL-S 


Crack T 


LET'S GET THE criticisms out of the 
way up front, as there are a few. 

First of all, Chibi-Robo! Zip Lash is 
nothing like any Chibi-Robo game 
we've seen before. І don't mind the 
shift in genres or the swap from 3D to 
а sidescrolling camera view - this little 
hero is perfectly capable of carrying 
the action of a platforming adventure 
like this. What doesn't work so well in 
the shift is that, seen from this per- 
spective and in these environments, 
it's hard to remember that Chibi-Robo 
is meant to be only a few inches tall. 
His first games were Toy Story-esque 
in scale – you saw this little house- 
keeping robot from a camera position 
placed just above the carpet in a home 
that, while normal by human stan- 
dards, seemed intimidatingly massive 
when seen through the eyes of a hero 
who stood no taller than a can of 
soda. When you can't tell that Chibi- 
Robo is, in fact, chibi, a lot of his 
charm is lost. 

Second, there's a woefully cumber- 
some and sometimes downright frus- 
trating method of moving from stage 
to stage in this game. Whereas most 
video games will simply allow you to 
move from Level 1 to Level 2, then to 
Level 3 and so on in a perfectly linear 
manner, Chibi-Robo! Zip Lash makes 
you spin a "Destination Wheel" of 
rotating possibilities to determine the 
next level you'll be sent to. Most of the 
time it's no big deal - an oddity, easily 
dealt with. But the first time you mess 
up the timing of your button press and 
get sent backward, forced to replay a 
level you've already finished, you're 
going to be angry and wonder who in 
the world approved such a ridiculously 
unnecessary gameplay element. 
(Seriously, the last time | can recall a 
Nintendo game forcing you to replay 
earlier stages was the Japanese Super 
Mario Bros. 2 from 30 years ago - the 
game we know as Super Mario Bros.: 
The Lost Levels.) 

And rounding out my trio of 
opening complaints is my opinion that 
Chibi-Robo! zip Lash has the lamest 
amiibo functionality out of all amiibo- 
compatible games thus far. The 
primary use of the Chibi-Robo amiibo 
is to transform yourself into the more 
powerful, faster-running Super Chibi- 


NINTENDO 
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Robo. That's fine — our little robo-hero 
gets shinier for the duration of a 
single stage, doubles his life meter 
and dashes twice as fast. What's lame 
is when you scan any other amiibo 
into the game. Mario, Link, Marth... 
nearly all of the Super Smash Bros. 
series figures work, but all they earn 
you when scanned is a little trophy 
figurine to view in a gallery. And you 
don't even get the figurine unlocked 
automatically! Scanning the amiibo 
only activates the chance to buy the 
trophy at random from a capsule 
machine, which will take you hours of 
work playing levels to add experience 
points to your Chibi-Robo amiibo, 
because the capsule machine won't let 
you buy the rarer trophies right away. 

And there's more! Even if you slog 
through the whole mess and jump 
through every hoop to finally buy, say, 
the Mario trophy, it's not even a Mario 
trophy! It's a trophy of Chibi-Robo 
jumping in the air, with one hand 
raised, in a vaguely Mario-like pose. 

Don't even get me started on the 
Pit Pose trophy. How is that related to 
Kid Icarus at all? | had to include a 
screenshot up there just so you all can 
raise a collective quizzical eyebrow 
along with me. 

Setting aside the poor sense of 
scale, the Price is Right-ish level select 
wheel and that truly awful amiibo 
implementation and getting into the 
main gameplay itself, Zip Lash is a fair 
platformer with a good central focus. 
Chibi-Robo's whip-like power plug is 
the star of the show, and every stage 
offers an array of angles to challenge 
your skill in ricocheting the bouncing 
electrical connector up and down, 
back and forth. Your standard Whip 
Lash attack simply sends the plug 
sailing forward directly straight or at a 
precise 45-degree angle, but the 
titular, charge-then-release Zip Lash 
attack allows you to choose any angle 
you want - with a guide line showing 
you just where your plug will make its 
first impact against a surface (before 
bouncing off and beyond it to strike 
elsewhere). 

Playing the angles really is the 
game, as just about every stage is just 
a different arrangement of flat plat- 
forms and sloped surfaces with con- 
nection points scattered around that 
you can latch onto and then zipline to 
or swing from - really, the level design 


a Rotate 


ends up feeling so similar from one 
stage to the next that it's hard to see 
any real difference in the game's 
"worlds." 

The standard run/jump/throw your 
plug gameplay is interrupted every 
once in a while by a vehicle-based 
stage, but these will leave you just 
wanting to get back to the regular 
grind - they're not much fun at all. 
There's a submarine that's painfully 
slow, a balloon that's entirely unintui- 
tive to control and a water-skiing 
sequence that's ridiculously rigid if 
you fail partway through - you're 
instantly kicked to the Game Over 
screen and have to go through the 
cutscenes of entering the level all 
over again. It's needlessly compli- 
cated. 

And really, that sums up the 
whole of Chibi-Robo! Zip Lash. 

There are so many convoluted 

design decisions here! So many 
things that could have been 
streamlined just by following the 
examples of what normally works for 
platforming games instead of trying 
and failing to break new ground. I still 
can't believe all of these elements got 
a thumbs-up for inclusion - 
Nintendo's normally 

better than this. x 

But hey, the Chibi- Y 
Robo amiibo is super 
cute! At least there's 
that, right? (Maybe 
just buy it by itself, 
though.) - LUCAS "3 
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1 was able to avoid a purchase of the first Disney Infinity, despite being interested in its excellent 

toys-to-life figures. І held back with 2.0 last year as well, able to resist the pull of Marvel's super 

heroes. But when Star Wars is in the mix? That's it. That's the siren song that got me to take the 

plunge. I’ve enjoyed what I’ve played of the Starter Pack’s included Clone Wars-era campaign, but | 

likely won't complete it — yet. I'd really love to play it alongside my son Carter as a co-op experience, 

but he's still a little too young for 3D platforming and combat. (Yoshi's Woolly World has been a 
superb starter game for him, though, so check that one out for parent/child co-op.) Also, Daan made 

brief mention of 3.0's load times, but they really are severe. Prepare to be patient. - LUCAS 
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NES HOMEBREW 


DUEL OF THE SPACESHIPS 


Interstellar battles go 8-bit in Star Versus. 


THE HOMEBREW TRAIN keeps rolling along, spreading retro joy at every 
stop. Now stepping off at NES station is Star Versus, a competitive space 
shooter from Studio Dustmop that combines Asteroids, Super Smash Bros. 
and a dash of Radiant Silvergun. And did | mention it comes on a real cart? 
You and a friend select from among four different styles of spacecraft and 
engage in one-on-one dogfights, collecting power-ups to boost your combat 
capabilities. In addition to the usual assortment of cannons and bombs, ships 
are also equipped with shields, an evasive dash maneuver, a strafing ability Баа | E H 
and a sweet sword used for short-range attacks and bomb reflecting. This defi- — ‚ z —— 
nitely isn't your daddy's shmup! : р 
| had the good fortune to give the game а spin at MAGFest 13 earlier this PLAYER’ Ж PLRVER2 Ж 
year, and | was floored by how deep the controls are, especially considering [ 
the limitations of the NES pad. І was also impressed by the visuals, which are ur 
very clean and lack any noticeable slowdown or flicker - despite the chaos on Ё. д 
the screen at any given time. There is a single-player campaign to help hone 
your skills, but it's clear that the real meat and potatoes is the multiplayer. 
Star Versus was released back on March 27, after a 20-month development 
cycle (plus hardware production beyond that). Sales have been rather modest 
– three runs of 100 copies have been printed, with several copies remaining - 
but lead designer Dustin Long seems pleased thus far. As a true blue NES 
game, you won't be seeing any updates with bug fixes or new features in later 
printings, but that's what sequels are for (should Star Versus 2 ever appear)! 
March was a while ago now, but a more recent milestone was achieved on 
November 2 when Studio Dustmop began selling boxes and manuals. No 
longer will Star Versus be forced to stand naked in the snow! Dress it up in 
only the finest cardboard so it can be the belle of the ball — or at least of your 
gaming shelf. Hopefully this pseudo re-release will lead to a spike in demand 
and, in turn, another print run or two! 
So what's next for Dustmop? Long says the team will be tackling a handful 
of free PC and mobile games in the immediate future - more NES projects are 
planned, but those are a ways off. If anything could light a fire beneath their 
feet, though, it would be for a bunch of our lovely NF readers to go to the 
Studio Dustmop homepage and support one of the few groups keeping the 
NES rocking into the 21st century. - TONY 


PLAYER2 Ж 
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Star Versus is available in both boxed and 
unboxed flavors directly from the Studio 
Dustmop shop. The complete edition with 
printed manual and box will run you $48 plus 
shipping, while a no-box cart and manual 
option can be scored for $40. (An empty box 
is also available separately for $10, should 
you decide later to provide some cozy 
accommodations for your cart.) Warp 
straight to the shop here: 
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USER-CREATED CONTENT 


MARIO MAKER IN SPACE! 


The community's creators set their sights on the stars. 


SUPER MARIO MAKER'S community of content 
construction is red hot right now, with no signs of 
slowing down over two months after its release 
date - literally millions of different courses have 
been created and uploaded by Wii U owners all 
over the planet. While such a vast number of differ- 
ent courses to play means there's statistically tons 
of total garbage sitting on Nintendo's servers now, 
it also means that more and more truly wonderful 
and well-crafted stages are also appearing every 
single day. And we've got some more to share! 


Super Mario Maker doesn't include a specific 
outer space theme to use in making levels, but 
several great creators have still been able to 
capture the essence of space exploration through 
inventive use of the elements that are available. 
We've highlighted half a dozen of the best space- 
related levels we've played so far to tie into our 
Beyond the Earth issue theme - and if you've got 
your own trip to the stars you've made for Mario, 
let us know about it! We'll print even more Super 
Mario Maker submissions next time! - LUCAS 


Send your levels to SuperMarioMaker@NFMagazine.com 


ROSALINA'S INTER- 
PLANETARY STROLL 
BY B-BECH 


First up is a level that stars the Queen of the 
Cosmos herself, Rosalina. Creator B-Bech has made 
the stage an underwater one to simulate the floaty 

feeling of exploring planetoids in outer space! 


A9F9-0000-0051-512D 


DESTROY THE CORE 
AS FOX! 


BY LOKIMOR 


There may be no better way to convey the idea that 

an outer space adventure is happening than to use 

the Star Fox-related Mystery Mushroom costumes, 
so here’s one featuring Fox and his Arwing! 


1521-0000-0025-45C8 


BOWSER’S 
SPACE ESCAPE 
BY PEER SCHNEIDER 


This level was crafted by longtime IGN executive 

Peer Schneider, who's taken time away from his 

managerial duties to tell a tale of Bowser fleeing 
from the Earth after an attack by Mario. 


B2B7-0000-00B4-46A4 
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NAVIGATE THE 
ASTEROID BELT 
BY ASHER 


Asher fuses two of the previous ideas into one, 
taking the underwater physics and adding the 
Arwing costume to it to make a unique asteroid- 
avoidance challenge. (Spiny Eggs as the asteroids.) 


72B8-0000-004C-D635 


REMEMBERING 
MARIO'S FIRST 
TRIP INTO SPACE 


Now that we know Super Mario Maker 
is going to be getting regular content 
updates going forward into the future, 
I'm allowing myself a sliver of hope 
that some elements of the Game Boy 
classic Super Mario Land 2: 6 Golden 
Coins might be added to the mix. It's 
probably not at all likely, but how nifty 
would it be to see Mario suit up like an 
astronaut once again? Yes, Super 
Mario Land 2's Space Zone levels were 
the first time the plucky plumber ever 
left the planet below, years before 
Super Mario Galaxy more famously 
shot him out into space. The special 
low-gravity physics and auto-scrolling 
made the Space zone levels truly 
memorable! If you'd like to play it for 
yourself, Super Mario Land 2's on sale 
in the 3DS eShop for just $3.99. 


porn 


BOWSER'S 
SPACE INVADERS 


BY ANDRE SEGERS 


| already highlighted Andre Segers’ brilliant arcade 

game re-creation skills back on Page 51, but here's 
another space-related, old-school coin-op made 
into a Mario level: Taito's classic Space Invaders! 


16B9-0000-005E-8732 
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STAR FOX: 
ASSAULT 


BY B-BECH 


Finally, here's a second selection from B-Bech, 
who's fast become one of my favorite creators in 
the Mario Maker community. His take on a Star Fox 
level is incredibly fast and filled with wild action! 


D46B-0000-009C-2C4A 
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ViDEO GAME ARCHAEOLOGY 


Games go through lots of changes throughout their development cycles, and one man's working to 
unearth their mysteries! We caught up with gaming's own Indiana Jones, Beta64, to ask how it’s done. 


МЕ: First up, who are you? 
BETA64: Hey! I’m Andrew, also 
known as Beta64, and I'm a video 
game aficionado - or at least | am 
now. When | was younger, I really 
didn't play a whole lot of video 
games, mostly because I thought it 
would be more fun to make them 
instead. So really, my love for games 
came from making them, | guess. 
Kinda topsy-turvy. In fact, | made 
quite a few games in Multimedia 
Fusion a long time ago, and that 
really got me into game creation and 
games themselves. Over the years, 
I’ve learned many programming lan- 
guages and have developed games in 
many engines, including Unity 3D. 
When I look back, it seems this 
knowledge of game development 
really laid the foundation for Beta64 
later on! 


What's Beta64 all about? 

The development of video games! I 
tell the story of a game (for instance, 
Super Mario 64) from beginning to 
end, trying my hardest to leave 
nothing out, no matter how small it 
may seem. I talk about removed 
elements from each game's develop- 
ment, as well as music tracks, 
models, graphics and other such 
things that were left in a game's file 
system, but were never used. 

І also upload videos that preserve 
footage of games' early developmen- 
tal builds, and sometimes ІЛІ inter- 
view game developers on what went 
on during their game's creation. 
Playtonic Games was one such inter- 
viewee, and we talked all about 
Banjo-Kazooie, Banjo-Tooie and 
many other classic RareWare games 
that they worked on. Dream come 
true right there! 


Where did the name come from? 
Well, it's simple. First off, in-develop- 
ment builds of games are typically 
referred to as "beta versions," even 
though, technically, there are many 
other versions besides "beta" found 
in development. And secondly, | love 
the Nintendo 64. So, just combine 
the two, and there you go! 
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How did you decide to do this 
specific type of video? 

Actually, there's a story behind this. 
Long ago, І was really into game 
glitches (as was everyone during the 
start of 3D gaming). During the 
GameCube era, glitches weren't very 
common in Nintendo games, but 
when you found them, they were 
awesome. For instance, in Super 
Mario Sunshine, you could walk 
underwater and even visit a copy of 
Delfino Plaza with no models for 
buildings. With Luigi’s Mansion, there 
weren't that many glitches to be 
found, so I tried to find them online. 
Instead, what | found was a video of 
the E3 Game Over screen with the 
creepy Luigi. | was so confused and 
intrigued at the time that | looked 
into it more and more. Though info 
was scarce then, | found there was 
some really cool information about 
the game’s development, and so | 
started researching other games too. 
It wasn’t until years later, when | was 
considering making a YouTube 
channel, that | thought, "Hey! It 
would be really cool to make videos 
about the development of video 
games." That’s why Luigi’s Mansion 
was my first released video. | wanted 
to pay tribute to the game that 
started this fascination. 


So Luigi’s Mansion was the game 
that got you into this? 

Well, besides Luigi’s Mansion, the 
other thing that really got me 
started wasn’t a game, but actually 
hardware. It was the scrapped 
Nintendo 64 Disk Drive. Before 
diving headfirst into making these 
videos, | wanted to make sure | could 
actually do it. So, | took a free micro- 
phone and an old laptop and started 
making my first episode about the 
64DD. It was about five minutes long 
and outlined how the hardware 
started, how it worked and how it 
died. The format of future Beta64 
episodes was decided from then. 

But because its sound wasn’t very 
good, and it was only in standard 
definition, | decided against releas- 
ing it, and instead went for Luigi’s 


Mansion as my first publicly released 
video. 


How do you gather the information 
to compile these videos? 

Well, there are a few steps | go 
through. First, | search for any 
articles | can find on the game while 
it was in development, such as inter- 
views and previews from shows like 
E3. Next, I search for early footage of 
the game and compare it to the 
gameplay of the final version. When 
looking for leftover stuff in the 
game, I love to head over to The 
Cutting Room Floor. Tons of people 
go there to list their findings for 
games, but sometimes, if info is 
scarce or unreliable, I will go into the 
game to search for unused stuff 
myself. There are a lot of tools | use 
to accomplish this. In fact, | have a 
folder on my computer with roughly 
a hundred different tools, some for 
music and others to convert graphics 
and models to versions viewable in 
Maya and Photoshop. Basically, | go 
through the game's files until I find a 
file name that seems odd - like 
test.tpl or even a generic name like 
button.szs - and then І convert and 
view them to see if they really are in 
the final game. It's very tedious 
work, but you can uncover some 
really cool info if you stick with it! 


YouTube has grown by leaps and 
bounds in the past few years. What 
has it been like for you, especially 
with the success you've seen? 
CRAZY! Absolutely crazy. | never 
expected it. | mean, why would an 
average guy like me have even 1,000 
subscribers, let alone the 125,000% 
subscriber count it's at now! Really, 
though, I'm just so thankful for 
everyone who takes the time out of 
their day to watch these videos. 
Without them, Beta64 wouldn't be 
here in this magazine, nor would I 
have been able to go to E3 and have 
game developers help give firsthand 
info for videos. You all are the true 
heroes! Some people find it odd that 
| don't want to take credit for making 
Beta64 what it is, but in the words of 


ВЕТА“ 


Jimmy Stewart, "Never treat your 
audience as customers, always as 
partners." | hope to never lose sight 
of that fact. You all are awesome! 
Every one of you. Never forget that. 


It seems like there's a whole com- 
munity of YouTube creators who 
have a friendship, or maybe even a 
rivalry, going on. Is that true? 
Haha! No, I wish it was that easy. 
Really, how it works, at least from 
my experience, is that you make a 
friend with one YouTuber and even- 
tually you meet more. Think of it like 
a tree. It starts with one and 
branches off from there, and, even- 
tually, you'll have a happy forest of 
friends (as Bob Ross would say). 
Conventions are always good for 
meeting YouTubers too, and some- 
times just a simple email will spark a 
friendship. There's really no single 
way to make a YouTube friend, 
though. Just be kind and friendly 
when you happen to meet them. It 
really goes a long way. 


What's next for Beta64? 

| have a list of games I'm interested 
in covering, but I rarely follow it. 
Instead, | usually just look at my 
game shelf and say "What game do | 
like to play?" | find a couple and then 
research them. If there's enough 
info, I'll make a video on it. 

As far as the future is concerned, I 
have some great plans. 2015 was a 
fantastic year for Beta64. We passed 
100,000 subscribers, collaborated 
for the first time with another 
YouTuber and it looks like, by the 
end of the year, the Super Mario 64 
video will be the first to reach a 
million views! In 2016, I'm looking to 
make Beta64 even better! 


p——— ——————— ÀJ 
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| WHAT HAVE Т TOLD 

YOU ABOUT JUMPING IN 
FRONT OF FRIENDLY 
CROSSHAIRS/? 


WORKING! 


7 BECAUSE THAT'LL 
BE HELPFUL IN SPACE. 
I'M MORE INTERESTED 
IN THE SWIVEL GUN. 


WAIT, IF THE 
THRUSTER IS ON 
THE BACK, WON'T 
IT JUST - 


SE т> I'LL HAVE TO 
2 к ПРА» RECONSIDER 


FAY AND MIYU 
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ACTUALLY, THIS IS THE 

FIRST TIME IT’S TRANSFORMED 
WITHOUT TIPPING OVER, А. 

SNAPPING THE WINGS OFF 

AND EXPLODING. 
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"DON'T DESTROY 
US WOLF! WE 
SURRENDER!" 


CAN'T LET 
YOU DO THAT, 
STAR FOX! 


ug. 


WOLF 15 PROBABLY 

| PLOTTING ОПЕ DESTRLICTION 
WHILE WE'RE MESSING 
WITH THIS. 
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DISNEY INFINITY 3.0: 


In order to give our full review of Mario ы < as МАТЫ MINE 


Tennis: Ultra Smash some extra polish, we 
regret to announce that we'll be delaying its 
release date until January 2016. Hmm . . . 
where have | heard language like that before? 
Oh yeah, from Nintendo, all the time! Our 
next issue theme will take on every Big N 
fan's favorite: game delays! It just seems 
appropriate, seeing as how several of the 
biggest releases we're looking forward to 
playing in 2016 were, at one time, meant for 
2015 debuts. Star Fox Zero, Mighty No. 9, 
The Legend of Zelda for Wii О... yes, it 
seems like a rather timely time for us to 
discuss the lack of timeliness that some 
games suffer from in making their arrival in La 
stores. (Oh, and the review of Mario > 
Tennis really is being held for next p { А N » M U C H 
time. Please understand.) © | МО Р Е ! 
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A CULTURAL FORCE 


| remember the blue milk. I’ve been a Star Wars fan for decades now - how could I not be, since I share a 
name with both its creator and hero - and any time I try to rewind my mind to remember just when or how 
| first started to love these films, all | get back is a fuzzy picture of the scene when Luke's having blue milk 
for breakfast. Not the Death Star trench run, not one of the epic lightsaber duels. Just the most mundane, 
boring moment in the entire original trilogy. 


| remember seeing that scene while watching Star Wars on a TV broadcast. We had flipped the channel 
over to it too late, and so missed the few minutes that preceded it – but I think that was meant to be, 
because something just clicked with me thanks to that silly blue milk. This was a real place! This was a real 
world, endless light years away from us - and in it was living this normal teenage boy doing normal things 
like having an argument with his parents over a meal and whining about his work, just wanting to run off 
and hang out with his friends instead of being responsible and doing what he was supposed to be doing. I 
think the reason the whole of Star Wars works - the reason we get swept up in Luke's call to adventure and 
are so thrilled to go along on the ride with him as he's brought into a larger world - is because those crucial 
opening moments do such a great job of introducing him, first and foremost, as just a clueless, irritating, 
complaining kid. (And he all know we behaved the same way when we were kids.) 


Perhaps your experience is similar to mine. 
Perhaps not! What's incredible about Star Wars is 
how transcedent it's become - how universally 
loved and appreciated its galaxy far, far away is, 
by so many different people from so many differ- 
ent walks of life. All of us have different likes and 
dislikes when it comes to movies and video 
games. We're terribly divided on the subject of 
our favorite sports teams (or whether we like to 
watch sports at all). And while you'll occasionally 
run into someone who doesn't care for Star Wars, 
that experience is rare indeed – for the most part, 
it's a cultural force nearly all of us rally behind. 


As we send this new issue out the door to you, 
an all-new Star Wars film is just about to open! 
The Force Awakens will mark the dawn of a new 
chapter in this decades-long saga, and as excited 
as | ат to see it myself, | think | may be more 
looking forward to the fact that so many new fans 
will be gained for the franchise through it, and 
through the many more films to come in the 
years ahead. І can't wait to share this world with 
my sons! But l'Il make sure that before any big 
action scene, before they see Darth Vader or Han 
Solo or any lightsaber at all, they first get a clear, 


focused viewing of that breakfast with blue milk. - 
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